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Congratulations on 
buying this official 
Sega Genesis book! 
ama Never before has 
there been such an extensive, authori- 
tative, and downright helpful 
gathering of Sega Genesis hints, tips 
and cheats in any one book at the 
same time. 

Fifty Sega Genesis games are given 
the full game-solution treatment. For 
shoot-'em-ups such as Thunder Force IV, 
we tell you how to destroy each end of 
level boss and how to tackle each 
tricky stage. For platformers such as 
James Pond !l — Codename Robocod, we tell 
you the best way to plan your game 
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hidden infinite lives, invincibility cheats 
or level warps. For action adventures 
such as Phantasy Star Il, we give you the 
whole low down on all the tricky bits 
you're most likely to be stuck in. 

At the end of the book, you'll find a 
whole host of extra tips to the games 
that we just didn't have space to 
devote a full two 
pages to. Level 
selects, invincibility 
cheats and pass- 
words — they're 
all here. 

So have a good 
See read, and best of 

j luck with your Sega 
i Genesis gaming! 
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AFTER BURNER 2 


After Burner 2 is a rip-roaring blast over 23 incredibly tough levels. Strap yourself into the 
cockpit for the flight — and fight — of your life 


as the burnt-out shell of your opponent's fighter tumbles downward. A quick prayer for the brave young man who paid so 
dearly for his moment's lapse in concentration. In peaceful times (you wipe a tear from your eye) maybe you could have 
been friends ... Who are you kidding? After Burner 2 is not like that at all. It’s fast, furious and violent. So climb on 
into your machine and get blasting! 


= andits at 10 o'clock! Sweep out of a barrel roll, lock-on a heat-seeker and blast the enemy out of the sky. A pang of regret 


After Burner 
Cod a k-¥- bb 


Running out of missiles? Here's another secret cheat that can help you wave 
goodbye to those out-of-ammo blues. 


The trick is to press a special sequence of controls while you're refueling. You can get 
100 extra missiles by holding B and pressing one of the following buttons. 


LEVEL 3 — LEFT 
LEVEL 5 —- RIGHT 
LEVEL 9 — UP 
LEVEL 11 —- RIGHT 
LEVEL 13 — LEFT 


Want to start on a different level? No problem. Just access this cheat mode HES oe = HSE 
at the start of each game and you'll save yourself the hassle of having to LEVEL 19 - UP 
play through each of the qualifiers before you reach the serious big guns. LEVEL 21 —- RIGHT 

On the title screen, hold A, B and C, then press start. Use the joypad to 

select the level then press start to play. You can only select up to level 21, 

but then that only leaves you three levels to complete, which is real easy. 


You'll know if you got it right because a strange message will appear on the screen. 
Then it's time to swagger right back into the action. 
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e Up/down movement: climb e Pauses game 
and dive ] 

e Left/right movement: 
bank left 
and right 


here Haden = 
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e Fire missiles 


e Slow down! 





TRICKS AND TACTICS FOR DARING PILOTS 


MORE SPEED! 

WHEN PRESSING the speed-up button, wait 
until you reach maximum speed then quickly 
double-tap the speed-up button for an extra burst. 


THE BLUE GUYS 
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THESE GUYS'Il give you real problems if you 
don’t know how to handle them. All you need to 
do as soon as they start tailing you is power 
down and perform several rolls one after the 
other. The enemy will probably explode, but if 
he doesn’t, speed up again and he'll disappear. 


TARGETING 


selh DAL Sie 


AS FOR THE REGULAR PLANE FORMATIONS that 
come screaming at you, remember that more 
often than not they'll be firing missiles at you. 
But they only let fly when they're about half 
way out of the screen. This gives you a bit of 
time to get them with your missiles. Stay low in 
the screen so that you can see clearly and 
position the crosshair over an enemy. Let fly 
with a missile then target another enemy. If you 
do this fast you should be able to pick off a 
formation of four enemy planes before they get 
close. This means that when a lot of enemies 
appear you can seriously cut down on the 
number of missiles you'll have to dodge. 


moves to get you ahead ... 
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DON’T PANIC! 

THE WORST THING YOU CAN DO IN THIS GAME is throw the plane around, firing missiles all over the place without 
any form of strategy at all. First off, that way you're more likely to plow right into a missile than avoid it, and your 
own missiles will be wasted; and that's fatal because, if used wisely, they'll win you the game. It all looks pretty 
frantic but it’s important that you stay cool. As soon as you catch sight of a group of missiles heading toward you, 
take note of the formation and out-maneuver them. If you just thrash about or do a whole lot of rolls, the chances are 
you'll end up colliding with them. 


MISSILES 

MISSILES THAT COME FROM BEHIND are also a problem, but not 
if you follow a couple of simple rules. When flying normally, 
don’t constantly keep the after burner pressed. For one thing this 
makes the whole thing faster, making it both harder to avoid 
collisions and to destroy enemies. Instead, stay at the speed that 
your plane naturally flies at then, when a missile comes up 
behind you, hit the after burners. Voila! The missile gives up the 
chase and disappears off the screen. 





You brought the Aliens onto 

this planet so guess it's only 
fair that you should try and 

eliminate them. 


here's not the space here for a total game solution. So what we see here are maps to the final two levels of Alien’. These are 
the levels that will probably give you the most hassle (you should be able to reach this point in the game using your own wit 
and cunning). Each map clearly shows you where to go and the best order of taking the hostages. Also, don’t forget to use 
the secret passageways and your wide variety of weapons. Now let's go! 


Scene 5S Level 14 — G hostages 


YOU'VE GOT TO watch the clock here. The first really difficult part is the jump from 
the elevator to the platform when you go to rescue the second hostage. If you miss 
the jump you'll have to go back and that can take some time. Ignore the ladders that 
just break off because the game won't let you fall off anyhow. If you pick up the two 
batteries (marked B on the map) you should have no problems sighting any Aliens 
before they show up. Now go rescue the other hostages! 


Left/right movement: Ripley 
runs left and right 
e Up movement: Ripley 
climbs 
Down movement: 
Ripley crouches 
or descends 
ladder 


Fires gun e Changes selected 
weapon 
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AND YOU THOUGHT the previous level was hard. You need 
plenty of ammo here, but the best weapon by far is the 
grenade launcher. 

Fall down from the ledge you're standing on. Crouch down 
and wait for the first Alien to jump at you. Crouching down 
and pressing button A makes you fire faster, so it's wise to 
stay right where you are. You'll probably get hit but that's 
O.K. Stay here until you've killed the first Alien. When he's 
dead, jump down to the right and stand in the corner. Do the 
same as before, then run to the exit which is in the top right 
comer. Use the elevator. And that’s all — you've finished! 


THIS IS THE LAST hostage 
level of the game. There’re 
awkward jumps, platforms that 
fall to the ground when you 
stand on them and a whole lot 
of Aliens waiting to jump out 
at you from all over the place. 
Because the level is well 
spaced out, be careful with 
your jumps: if you fall you'll 
either land on a moving 
platform that takes you a long 
way off or you'll fall a great 
distance and lose a lot of 
energy. 

Keep to the route, because 
it's definitely the best way to 
go. The real tricky part is col- 
lecting the last four hostages. 
The falling chutes can he 
dangerous and avoiding every- 
thing else is pretty difficult, 
too. Once you've collected the 
last hostage you can climb 
down the ladder and walk 
toward the exit — but watch 
out for the three Aliens that 
jump out of the ground, they 
don't show on the motion 
tracker. 


oo 





STAGE: Believe it or not, you 
escue these 


BATTERY: Keeps your Motion 
Tracker working 


OR: Blow it up or use the 
controls to open it 


AME THROWER AMMO: Very 
useful indeed 


FT: Check out where it goes 
and if you need to use it 


MEDIC PACK: Restores 
some of your energy 





PULSE RIFLE AMMO: For a very 
useful weapon 


ROCKET LAUNCHER AMMO: 
For your most powerful weapon 


ALIEN EGGS: Don’t get to close, 
or a face-hugger will jump out 


SECRET PASSAGES: Jump 
through these 


EXIT: Or even an entrance for 
that matter 





A LIFT: Use it 


A FALLING PIECE OF 
PLATFORM: very nasty 


FIRE: Don't step or fall on it 


A MOVING PLATFORM: 
The arrow points in the direction 
it moves 


LADDER: Avoid the ladders 
which don't reach the 
platform below. You can’t die, 
but you will lose time. 





FALLING CHUTE: The 
distance you fall determines 
how much energy you use. 


A DEAD END on the end of a 
ladder. 


ANOTHER FALLING CHUTE: You 
can decide on the direction in 
which you exit this chute. Just 
hold down the pad for the 
direction you want. 
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ALTERED BEAST 


A game of times past where you turn into various beasts. By following a few neat moves you'll 
find you can zap the enemy faster and faster each time ... 







ltered Beast takes you back in time to the days when people feared their gods and Mythical beasts roamed the earth. Athena 
the goddess has been captured and so Zeus employs you, a warrior with the ability to be transformed into a number of 
mythical creatures, to get her back. Each of five levels has bad guys, power-ups and an end-of-level boss. When a blue wolf 
appears, kill it to obtain an orb. Each orb you collect puts your character through a transformation, until he eventually becomes 
one of the major beasts — a wolf, a tiger, a bear, a dragon and finally another, more powerful, wolf. If you play the game without any of the 
cheats, remember that the guardian won't change into his more powerful form until you have become one of the beasts. So the faster you 
kill three wolves and procure their orbs, the quicker you can have a showdown with the guardian of any one level. 
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All are fairly simple, but here’s the 
Buide to completing each stage with 
the minimum aggravation: 
















Down movement makes your Pauses game 


character crouch to avoid hazards 








Left/right 
LEVEL ONE 








movement 
walks your SHOOT AT HIS BELLY, then look where the flying heads are falling. 
character There's always a gap somewhere so when you've located it, head right 


for it. Keep repeating this, and you'll kill him pretty fast. But don't get 
complacent yet. He's the easiest one to get by far. 


left and right 








Activates a special attack when 
you’re a beast 
Punches when you’re not a beast 


Beastly cheats 


ON THE INTRO SCREEN press A, B, C, down/left + start simultaneously, 
and you'll activate an options screen which enables you to choose which 
beast you'll turn into on each of the five levels. 






ALSO ON THE INTRO SCREEN press B + start and you'll enter an options 
screen. From here you can change levels, lives, energy and skill 
levels. If you select a start level, press start to get back to the title 
screen then press A + start together to start the round you selected. 





FINALLY, WHEN YOU LOSE ALL YOUR LIVES, hold down the A button Rees Ee re 
and repeatedly press start until you restart on the same level. When the heads have gone, fire as many hits as you can on his belly. 
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LEVEL TWO 
FLY RIGHT AT THE POD until you're nearly touching it. When it opens up, press B to activate the electrical barrier and keep it activated. The mini eyeballs won't have a 
chance to come out and in moments the pod will be no more. 


Bil 





Position yourself so that you're almost touching the pod. 


LEVEL THREE 

WHEN THIS GUY is at the far right of the screen 
his head is ready for bashing. Keep pressing B 
to spin into it. If he comes forward and drops 
his head back you won't be able to hit him. 
Then all you have to do is keep spinning into 
him to drive him back again. When he’s back 
far enough, his head will come forward again 
and you'll be able to have another attempt 
at killing him. 





When this guy's head is back like this, keep 
spinning into him. 
eo); 


If he comes forward, beat him back again by 
pressing B and spinning. 





When the pod opens, keep hitting the attack button so that the eyeballs 


can't come out. 


LEVEL FOUR 


| : 
J) AS SOON as this guy appears, press button B to 


make yourself skim along the top of the screen. 
Use crouch (down movement) to avoid his fire- 
balls and then press button A and give him a 
beating he won't forget. 


euaioo 





Stay on his right so that you can skim up and go 
for him. 


2ugio00 


Fax 


And if you crouch to avoid the fireballs, you'll 
soon see him die. 


IT ISN'T necessarily fatal if the leaches grip 
your head. Simply waggle the joypad to 
the left and right real fast and that should 
get rid of them. 


The leeches look pretty evil, but once again just 
waggle the joypad and they'll disappear. 











LEVEL FIVE 

AS SOON as this rhino-dude runs at you, press 
A and down. He should no longer be a problem 
to you after about 20—25 hits. 


ea oa 


SEES CGRSEEEE! 





Repeatedly use the special attack on this guy. 
Around 20 hits should kill him. 





And sure thing, in no time at all he's history, 
and victory is yours. 


oo 


THE SOONER YOU TRANSFORM, the sooner the 
end-of-level boss appears, so always 
concentrate on getting the wolves first, before 


any other creatures. 
! 1m ate 
aL 


Concentrate on the blue wolves. The sooner you 
get three orbs, the sooner the boss appears. 


ARROW FLASH 


Half spaceship and half robot, the experimental ERX-75 (wonder what happened to the first 74) 
is ready for you to do damage to some alien butt. So get ready for some serious shooting. 


rrow Flash is a sideways scrolling shoot-‘em-up that is equipped with a couple of unique features. Firstly, your “craft” can be 
either a flying robot or a spaceship. Just hit the A button at any time during the game and your craft mutates from one form to 
another in mid-air Transformer style. There's no actual real difference between the two forms in normal playing mode (the 
robot's slightly bigger, hence an easier target to the enemy — a point worth considering) but there's a world of difference in the 
power-up and special-ability departments. 

The game is called Arrow Flash because both the robot and the spaceship have a limited supply of special weaponry at their disposal. 
The robot can turn into a lightning bolt and scuttle around the screen destroying everything for a few precious seconds, whereas the space- 
ship can unleash a devastating broadside of laser death. 

These special abilities can be restricted in two ways. You can either have a limited number of these special weapons, or you can have 
unlimited goes which take a few seconds to charge up each time (leaving you vulnerable to attack): most gamers favor the limited “stock” 
Option. Also, different power-ups have different effects depending on whether you're the robot or the spaceship, and, hey ... why not play it 
for yourself and find out? 


LET’S GET AFTER THOSE BOSSES ... 


There’s nothing particularly mind blowing about any of the bosses in Arrow Flash, but 
a couple of them require a little bit of cunning. Just follow the guide to each of them 
below and you’ll find you do just fine ... 


BOSS ONE 

THIS BOSS IS COMPLETELY easy to beat 
so there's really no need for any fancy 
tactics. Just wait in the middle of the 
screen firing away between its two 
pincers at the weak spot in the middle. 
Then when it fires out a laser bolt or bul- 
lets, simply shift your position up or 
down a little to dodge them. 


Arrow Flash cheat 
On the options screen at the start of the game, set the arrow flash to charge. Go to the original game screen and wait for the demo to finish. Once 
you're back on the title screen, start the game. When you want to use the arrow flash, hold down button C for a few seconds and then release — your arrow 
flash will last three or four times longer than it should. 
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BOSS TWO 

AGAIN, THIS GUY IS PRETTY EASY except for the fact that he’s shooting 
at you from two separate places. Don't waste any of your arrow flashes 
just yet, simply take out the weak spot (in just the same way as you did 
for boss one) and you'll find he won't last long at all: you'll know when 
he's hurting, he'll flash white. 


BOSS THREE 

THIS SNAKE WAVES its tail around and fires bullets at you at the same 
time. The trouble is that its weak spot is right on the end of its tail, so 
it's difficult to keep getting hits in and avoid the snake's bullets as you 
go do this. So maybe its time for you to use an arrow flash and hover 
above the weak point on the tail? 


BOSS FOUR 

THIS DUDE'S EASY — it’s just a matter of facing him and out-gunning 
him. Stay in the center of the screen and simply dodge up or down to 
avoid the stuff he throws at you. After around ten seconds of intense 
laser death, he should keel over. Use the spaceship's special weapon if 
you need to as a last resort. 


BOSS FIVE 

AN EXTRA COMPLICATION this time: the ship occasionally moves for- 
ward and will destroy you if it gets the chance. So don't hang around if 
he starts to move, dodge up or down the screen and then hit him hard in 
the face when the coast is clear again. There's no need for an arrow 
flash if you're quick enough. 


BOSS SIX 

THIS BOSS SPLITS into two but it's only the lower of the two halves that 
you have to concentrate on. Stay in the position shown in the frame 
below and amazingly most of his shots will miss you. When the lower 
ship flashes white you know you're doing O.K. Ignore the top boss 
completely, he’s not important at all. 


BOSS SEVEN 

THE FINAL BOSS, and he really is no problem. He just sits there and 
spews out flame either side of you. He'll then aim some laser-death 
toward you, but all you have to do is move up a fraction to avoid it and 
you'll be safe. Then it’s straight back to the center of the screen to con- 
tinue blasting his eye until he’s dead. Cue the end of game sequence ... 
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© Up/down/left/right 
movement guides your ship 
around the playing area 


° Alternates between being a robot 
and a spaceship 


° Pauses game 


© Activates arrow 


flash mode 


° Fires all weapon 


systems 





The man wearing black spandex 
tights returns to battle with the 
evil Penguin and seductive 
Catwoman. Get ready for some 
real action. 


BATMAN 
RETURNS 


atman Returns is not an easy game and you'll need plenty of weapons for the final act, which is a real test of your skill. Make 
good use of the utility belt — it is possible to complete the game without use of its weapons, but it helps if you take advan- 
tage of this resource. In this game there are a lot of bad guys on screen and a lot of real awkward moves to make — but 
there's nothing you gamers relish more than a challenge. So let's go! 
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Batman has a tough challenge ahead of him, so here’s how to deal with the 
toughest of the bad guys ... 


Act 


& THE CATWOMAN 


& 


. i a 
IT’S REAL EASY to kill the Catwoman in the first act once you know the method: 
Get close enough to her to get the first punch in. When she recoils, quickly drop 
up or down a level (depending on which of the three platforms you're standing 
on). While she's either recoiling or somersaulting across the screen, move 
Batman so that when she arrives on your platform you can get another punch in. 
Repeat this process until she’s defeated. 


—_— 
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e Up movement: Batman 
looks up in preparation to 
use his Batrope. 

e Down movement: 
Batman crouches 

© Left/right 
movement: 

Batman walks 
left or right 


e Pauses game 


Fires any currently selected weapon 
e Makes Batman attack with his fists or feet 


e Makes Batman jump and also fires the Batrope 


SEGA 


THE STATUES 





THESE GUYS ARE pretty hard to beat. You need to get up onto their knees and 
attack their heads in order to defeat them. You can try swooping around all over 
the place, avoiding the cogs they throw at you, but this is time consuming and 
unreliable. It's more likely that you'll defeat them by jumping onto one of them 
and hammering away with your feet. Sometimes you'll take a beating, but 
persevere, and be quick. Once one of them is dead, go sort out the other guy. 


THE PENGUIN 
Se PEN 





THE PENGUIN HOMES in on you, dropping missiles on you all the while. Each 
time he floats down, draw him to the left. When he's almost at head height, run 
to the right side of the platform (watch you don’t fall down the gap where the 
elevator was). Turn to face the Penguin and kick franticly when he rushes 
toward you. If you're correctly positioned, the Penguin will take a few hits and 
tise up the screen before making contact with you. Repeat the process to win. 
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Act 


THE CATWOMAN 











THE BIG BALD GUY 


THE PENGUIN 














THIS TIME AROUND your fight with the Catwoman 
is a little more difficult because there are no plat- 
forms to escape to. Run to the left side of the room 
past the Catwoman. Stand up against the left wall 
and face right. The Catwoman will now somersault 
right and then left — but it's only for show. Then 
she'll try to whip you. Most of the time she'll be 
too far away to get you, but if she gets close, just 
jump to avoid the whip. When she stops whipping 
she rushes toward you. Stay cool and punch her in 
the face. Repeat the same series of moves. 


AX-WIELDING CLOWN 


STAY LEFT OF the railway car. When the flames 
appear beneath your feet, position yourself so 
that you don’t get burnt. 

Now you have to act quickly or the Ax- 
Wielding Clown will kill you. While he's still a 
safe distance away, use your Batarangs both to 
take energy off him and keep beating him back 
so that he can't get near you. 

If you do all this fast enough and don’t get 
trapped in the flames, you should be able to 
destroy the clown pretty quickly. 


THE PENGUIN 


YOU'VE GOT TO get onto the platform he’s on. 
If you don't do it right away it becomes real difficult 
to do. As soon as you appear on his screen, run 
right. Gain extra seconds by using your Batrope and 
a few swings to get across. By getting over to the 
right side of the screen right away, you are able to 
put some distance between you and the big guy and 
use your Batrope on the gap on the right — before 
he reaches you and knocks you back down. Once 
you're up there, either do some frantic button-hit- 
ting or use the weapons you've collected. 


Act 


FIERY CLOWN 


THIS BOSS IS super nasty. Again, you just have 
to hope that his energy runs out before yours 
does. Get down onto the center platform and 
when the clown has fired his first shot, posi- 
tion yourself just left of his head and crouch to 
kick him. Occasionally he drops out of view 
then reappears, so keep repositioning yourself 
and kicking his head. If he appears on your left, 
leap onto the top platform to avoid his fire, 
then drop directly down next to his head once 


more and keep kicking. 


THIS IS THE most difficult challenge. If you don't have 
any weapons left it will be almost impossible. As your 
iceberg approaches the duck, punch it a couple of times 
then quickly jump left to the next iceberg. You have to do 
this while avoiding the small exploding penguins coming 
from the duck. With plenty of weapons you can destroy 
the duck faster. Remember that you can't replenish your 
=| weapons on this section, so you have to get it right first 
time around. After the duck there are two more chal- 


lenges to get pas 


he final encounter with the Penguin, when you've got to knock out the generator before 


you can beat him, and an ultimate encounter with the Catwoman. This requires the same tactics you used 
against her in the first act. Destroy her and victory is yours. 


UNTIL YOU GET the knack of it, this encounter 
with the Penguin is real frustrating. All you 
gotta do, though, is keep your eyes on the spinning 
saw blades that come hurtling toward you. It's 
pretty easy to tell whether they're going to fall at 
head or ground height, so either duck or jump to 
avoid them. Whenever you have a little room to 
maneuver, jump up and hit at the Penguin. You will 
take some hits, too, during this encounter, but 
if you avoid the saws you'll last longer than 
your opponent. 


THE PENGUIN 


THERE ARE TWO hazards to watch out for during 
this encounter (three if you include plummeting 
off the bottom of the screen). First off, there's 
the huge sewage cannon at the lower right of 
the screen. Then there's the floating and shoot- 
ing Penguin. As soon as you come onto the 
screen, leap over to the lower right platform 
just beyond the sewage cannon and-get a few 
hits on the Penguin. He'll then float off on his 
umbrella so you can now face left and crouch 
and kick the cannon until it explodes. 

Now for the difficult part. When the Penguin 
lands on one of the top left platforms, jump onto 
the platform with him. You'll take a hit, but 
make sure you push left so you don’t fall off the 
side of the platform. As soon as you've been 
hit, crouch and kick the Penguin real fast. You 
have to get up close like this or you'll spend all 
day dodging around the screen to avoid his bul- 
lets. Just keep going at him until he’s defeated. 





SEGA Sa— 


One of Sega’s only simultaneous two-player shoot-'em-ups (hence automatically one of the best) 
is also one of the toughest... 


ipping shoot-'em-ups is always difficult because 95% of the game requires purely quick reflexes and short-term forethought — 
quite how we're meant to help you out in those two departments is a mystery. But we can warn you of what to expect in this 
excellent vertical-scroller. First, a quick explanation of the game and a brief guide to what's going on... 
Commanders Berry Mayers ( a square-jawed, air force type hunk) and Lori Bergin (a lovely, pouting curvaceous babe who 
unfortunately goes for square-jawed, air force type hunks) are stranded and held hostage by the evil forces of the Barrax empire. 

Someone (or at most, two people) must fly above and below enemy territory in a bid to get them back. The only hint as to the dangers 
that lie ahead is a garbled final message from the two stranded commanders — it would seem that some of the more advanced Barrax 
fighters are equipped with stealth cloaking devices that make them invisible for long periods of time. 

Still, there are plenty of power-ups to help you in your quest as well as the chance to earn mega-points by collecting the green crosses 
that are revealed beneath destroyed enemy installations. 

Always go underground — it's tougher than on the surface, but you have to do it sooner or later to rescue the hostages so it's far better to 
bite the bullet and get it over and done with. 


KNOW YOUR WEAPONS SYSTEMS 


You get plenty of 
chance to change 
weapon system during 
a game of Battle 
Squadron, all you have 
to do is collect the 
capsules that drift 
across the screen after 
destroying special 
enemies. Each time the 
capsule makes a pass, 
it will change color. 
Each color represents a 
different weapon 
system so you must 
simply grab the capsule 
when it’s the color you 
need it to be for the 
particular situation you 
find yourself in. 
Subsequent capsules 
increase your weapon 
strength up to five 
times, but each time 
you die you start from 
the beginning. Here are 


the weapons: 


GREAT WHEN FULLY POWER-UP, about as 
much use as a chocolate teapot when to start 
off with. If you feel confident that you'll be able 
to power them up without taking a hit then 
they're worth a try. Otherwise, don’t bother. 


BLUE ANTI-MATTER 
PARTICLE BEAM 


we 3 BRS 


H 
HAS THE ADVANTAGE OF REAR-FACING GUNS 
as well as the forward-firing cannon, but 
although the particle beams are also accurate, 
they lack the forward-firing strength needed to 


get you through the later levels. Try something 
else. 


THE BEST ALL-ROUND WEAPON FOR PILOTS 
who like to just butch their way up the middle 
of the screen and let their weapon systems do 
all the work. It needs to be fully powered up 
before it reaches maximum potential, but then it 
truly kicks. 


GREEN EMERALD LASER 


THE BEST WEAPON OF THE LOT FOR PILOTS 
who don't mind ducking and diving a bit. This 
weapon offers the most full-frontal firepower, 
but it doesn’t offer much spread so any ships 
that aren't directly in your flight path need to be 
targeted. Go for this (if you think you're tough 
enough). 
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NOVA SMART BOMB e Left, right, up & down ie Pauses game 
; guides your fighter around 
 . a F the evil Barrax empire. 
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USE SPARINGLY, as these Nova bombs are in 
very short supply. At some points in the game 
there are a lot to be collected, but don't be 
tempted to use them all up straight away — 
save them for when you'll really need them. 


e Fires whichever weapon you» Unleashes a Nova 
happen to be equipped with smart bomb 


e No function 


There’s no real boss sequences in Battle Squadron, and no real different vels to speak 
of. So here’s just an outline of what you’ll come across in the order you’ll come across 
it and a rough guide as to how to get the better of it when you do... 


THE DOUBLE 
) NITRO-GUNNERS 


JUST BLAST ‘EM. 


WIBBLE 





YOUR FIRST POWER-UP 
THIS IS WHAT it looks like, so don’t miss it. Wait for it to turn green or orange before picking it up. 


GO DOWN! INVISIBLE SHIPS 
AT THE FIRST opportunity, head down under- | YOU'LL NOW start getting your first taste of the a O 
ground and take on the Barrax empire. The exit invisible ships that you'll learn to hate. When JUST BLAST ‘EM some more. It's all down to 
to the level is down here so if you stay on the these turn up, switch to either Anti-Matter your reflexes now. 
surface you're wasting your time. Particle Beams or the Torps — they offer the 

best coverage of firepower. WIBBLE 
THE FIRST BOSS ene 

THE SECOND (PAIR OF) 

BOSSES 

EXACTLY THE SAME as before, but this time 

there are two of them. Treat them with as much 

respect as the last lot, and fill them with an 

equal amount of laser-death. 


SAD EYES pei ees ie dl ic? 
SHOW NO MERCY, destroy all of these buried SHOOT THIS FINAL boss until ... his armor falls 
HE MAY FIRE LOADS of stuff at you, but stay at monsters until you're finally told that the sector off then shoot him so more. Finish him off. And 
the bottom and fill him full of either Magma is clear and you're warped back to the surface. you've completed the game! 

Wave or Emerald Laser. AGAIN, use the Magma Wave or Emerald Laser. 








ROLE-PLAYING 


GAME 





BUCK ROGERS 


R.PG.s crash into the future with this absorbing sci-fi offering. Join the ever-popular space hero 
as he and his warriors battle the RAM forces for supremacy in our Galaxy. 


uck first went into space in 1995 in an experimental 
ship equipped with a revolutionary new cryogenic 
system that froze him for 400 years. He's now back 
in full effect and determined to sort out everything 
that went wrong while he was away ... 


CHICARGORG 
THIS LEVEL SERVES AS A GENTLE INTRODUCTION to the hows and whys of Buck 
Rogers. Use it to learn the basics of combat. 


1 Enter the main base to access the main objectives of this mission. 

2 There is one officer waiting to ambush you in the women’s toilets. Hey, what are 
you doing in there? 

3 Stay in the room next to the waiting room wait until you get ordered out. Then go 
back in to collect some very valuable grenades. 

4 Now head north to get to the big fight for this level. You will need to Kill the 
guards and charge the lab technician. The key to victory here is to spread your team 
out so that the enemy forces can't use grenades to wipe out numbers of your party. 
Use your own grenade-carriers to take out their troops. 
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Up/down/left/right movement 
moves your party around 


Pauses game 


Calls up a character’s 
equip screen 


Moves the target 
to the next enemy 
in combat 


Confirms selections on 
options screens 


THE MAELSTROM RIDER 

‘L WHEN YOU LEAVE THE AIRLOCK go through the door opposite and walk around the 
room anti-clockwise to listen to the tape properly. Now head to the room to the north 
to observe the E.C.G.s. Now head up to deck five. 

2 Connect up the computers on this deck to get access to Scott Dos. Then head out 
to the med lab because someone's leg should have started itching. The security robots 
can be disconnected, but it is a risky procedure and not really worth it. 

3 On deck four the med lab will heal your team. Use the name “Williams” for a 
successful operation. The rest of this level contains mainly information. 

4 Go down to deck one and get the Argon gas from the corner; now move back up to 
deck two. Now go to the pump room and connect everything up. Once you have done 
this, go back down to deck one quickly and go to the override control. 

5S Use your rogue on the switch and as he follows Scott Dos’s instructions the 
Gennies will scatter forward. Hold your position and you will be perfectly safe. 

6 Now move up to deck six and go to the computer to stop the self-destruct 
sequence. Kill the two people firing at you. You will also have to shoot the guy who 
is trying to demo-charge the white ship. This done, you have completed the level. 


CERES 

1 USE A ROGUE TO BLUFF the guard at the start of the level and go to the briefing 
room on the left. Here you will be told to rescue the children on level two. 

2 As you head down the corridor, in the last room on the left there is a panicking 
woman. Reassure her that her children will be O.K. Continue down and a nice man 
will give you some extra grenades. 

3 Head east, and as you enter the room with the poisoned workers in it, get your 
medic to heal them for some extra experience points. 

4 Now take the elevator to level two to get the kids. As you leave the elevator, turn 
right and then immediately left. The second door up hides the code book. 

5 Continue up and the next room holds some reflectors and a computer. Now head 
up to the computer room and activate the computer. Use the card you got from the 
reflector room and the passcode DNA. The next room holds goods from Mars. 

6 In the other rooms at the lower left of this level you will get information, rabbits 
(for the kids) and a very important 1.D. card. You will have to fight for all of these. 
Now head back to the first elevator, but don’t enter it. 

7 Now walk up the corridor and the kids will be found in the second room on the 
right. You will have to use a demo charge to break through the door, then head back 
to the easternmost elevator to gain access to deck one. 

When you reach the first deck head right and round the corner. Collect Jimmy's 
Grandfather from the first room on the left. Continue north to head for the rescue ship. 
The last few rooms you pass all have some juicy information in them. Now get in the 
Tescue ship to save the children and complete the level. 





TALON 

‘1 AT THE START of this level you will be given the opportunity to fight Talon. Don't 
be a hero, you don't stand a chance. Just refuse and you will be taken back to your 
cell. Sit there in your cell and Buck Rogers will come to rescue you. In a room to the 
right Buck has some equipment for you. In the room to the north you can reprogram 
the med computer, but only once. Now use the low-gravity shaft in the center to go to 
deck two. 

2 Go to the north door and get a rogue to pick the lock. Get all the information you 
can and go to the armory. You will have to fight, but you have Buck on your side and 
he is a mean fighter. When you have killed the troops you can get a rocket-launcher 
and a whole bunch of other weapons. Save the game before you enter the room to the 
south, there are a lot of pirates in here and you can wipe them out with a rocket- 
launcher. In the last room on this level you can plant some explosives to cause 
maximum confusion all through the ship. 

3 Head up to deck four and attack the guards. They will be in a state of confusion 
and so should be easy to beat. Smash the controls and return to deck two to escape. 


MARS VILLAGE 

‘1 TO BE ACCEPTED into the village you have to fight an old combat droid, but he's 
pretty easy to waste. When you have beaten him, arm up your weapons for a big 
fight. 

2 Fight a big RAM force in the central part of the village and then wander around 
fighting the smaller groups. After a few successful fights you will be recalled to the 
central hut. 

3 In the southernmost room there is a huge cache of explosives. There is a radio 
beacon in one of the rooms to the east. When you have them, return to the main hut. 
Use these to blow the RAM forces back to where they came from. Team up with the 
desert runners to get to the next part of this level. 


GRAVIDUS MONS BASE 

‘1 GO TO THE CENTRAL COMPUTER CONSOLE and free all the desert apes. They will 
cause all the guards to vanish from this level. Now go to level two. 

2 Use the intercom to gain all the information about Venus. Then use it again to set 
a false alarm ringing through the base. Then open the gates at the next intercom. Fight 
these guards and make your way up to level three. 

3 First use a rogue to pick the lock on the first door and pick up the equipment. Now 
use the computer to set the laser to blow. Go to the intercom and use it to evacuate 
the desert runners. Return to level two and make your escape through the main gates. 


VENUS 

NOW YOU WILL COME TO VENUS. When you get to the surface of the planet you have 
three locations to visit — the ruins, the village, and the base. 

1 The ruins hold a secret entrance to level two of the base but it is guarded hy a 
whole lot of Ursadders who are just waiting to pounce on you. 

2 The first thing to do to the village is unleash the stampede of Acid Frogs. 


They will take out all the RAM assassins hidden in the village. 

3 There is a woman at the top of the village who is in desperate need of medical 
aid. She will give you the combination to get the med kit. Go back to her once you 
have the kit and she will give you something more valuable. 

4 You can also pick up some extra charges and information in the other rooms, not 
to mention some keys. Now exit via the main gate. 

5 Alter completing the ruins you will come to a level between the ruins and the 
base. Get the security card from the officer and tie him up. 

6 In level two of the base you must first go to the squad room. Arm your rocket- 
launcher before you go in to wipe out all the quards. Now go up to level three. 

7 Go to the prisoners on this level and they will teach you a special code. Fight the 
men who are waiting at the stand-off and then head up to level four. 

8S Go to Landan and Zane will join him. He will now talk to you and tell you to go 
back to level one, lab two to get a lockpick. Get the pick and come back to him. He 
will then ask you to find a secret tunnel which is at the extreme north of this level. Go 
back to him once more and he will tell you to visit the prisoners on level three. 


Q Go to the prisoners again, and this time you will find that they come with you. 
Now return to Landan once more on level four. 

LO Landan will now escape through the secret passage, and you have to go back 
down to level one. On level one you can escape through the main gate. You will return 
to the Salvation Starport and get onto the final stage. 


THE FINAL CHAPTER 

1 ON MARIPOSA 3 YOU CAN FAST-TALK your way past the guards on the first 
level. The elevator up is in the top right corner. 

2 On the next level make sure you get the medallion in the lower left corner before 
the droid hoovers it up. Then head up to the next level. 

3 All you have to do on this level is keep searching the closet until you find the 
medallion. Then go up. 

4 The next level is just as easy. Set your rogue to detect the trap, leaving the 
medallion for you to pick up. Onward and upward! 

5 Go directly to the Sun King and answer “oui” to his three questions. This is the 
only way you will survive. Then go up. 

6 The next four levels will be uneventful providing you have visited the Sun King. If 
you haven't, you're dead. 

7 You can fight the guards to get an extra rocket-launcher if you want, but make 
sure you ignore the warning and take the stairs when you have finished. You are now 
getting closer to the end of the game. 

& Go up to the top deck and shut off the power. Then go to the laser control room. 
You will come across some crack troops here but you should be able to handle them 
by now. When you've done this, go down a deck. Now go to the pod control room and 
choose a pod to escape in. It should be highlighted. Then sit back and watch the 
game-over sequence! 
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CALIFORNIA GAMES 


The weather's hot. Your clothes are cool. It’s time to strut your stuff in the California Games — half- 
pipe skateboarding, surfing, roller skating, on a BMX bike or playing foot bag. Radical maaan ... 


alifornia Games is one of the oldest (and weirdest) sports games around, but that doesn’t mean it can’t be a lot of fun. 
Will you be able to cope with five different events, ranging from girl-pulling surfing to knee-splitting skateboarding — 
not forgetting the foot bag, roller skating and the ever-popular BMX? 
There's only one way to find out: that’s to get hip and party down to California with the best. 


Half-Pipe 
hy Oe - =) olor-l gel i ar=3 


Everyone loves to skateboard, but in 
California it’s serious business. Here’s 
how to compete with the pros ... 


Left/right movement: 
turn at the top height of 
your jump 

Up/down 

movement: 

increase or 

decrease 

your speed 

on the vertical 
sections 

of the half-pipe 


Pauses game 


AER NAL TURE 


HOLLY woop 


ALTHOUGH THERE ARE A LOT OF MOVES AVAILABLE, it's best just to go for the 
straight up-and-down movement of the aerial turns. Press down on the way down 
and up on the way up to get more speed and a higher jump. Then left or right 
(depending on the way you're facing) to turn back around onto the ramp. 


Also known as the haki sack (or some- 
thing like that anyhow) this is a weird 
game. It’s possible to keep going for 
hours, and hours, and hours ... 


Left/right movement: walk 
left and right 

Down movement: 

half turn 

during a 

game 


Pauses game 


“Work” the bag, kicking, hitting or 
head-butting the bag during play 


Super head-butt 


How to score points 


the other is with stunts. If you go for the variety (up to a max of 99,000 points), 
consider yourself a loser. The real points are to be made in the stunts and the trick 
is with the double jester. Perform two jesters and the bag will flash red: now all 
stunts are worth double. Also when the bag flashes, a clock will appear. Stop 
everything and grab the clock, and 26 additional seconds are yours. 





The most famous Californian sport of all, 
and real neat to play. So make like a 
beach boy, grab your board and go 
swallow some seaweed. 


eLeft/right movement Pauses game 
controls 

the surfer 

riding 

the 

wave 


© (With left or right) slows you down 


How to score points 
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THE MAIN POINT TO REMEMBER about surfing is that the only thing that impresses 
the judge is a big jump or a fancy turn. 

So speed well away from the wave and try to get some halls. Now turn to ride 
up the wave and then turn in mid air making sure you come back down at the same 
angle. If you don’t follow these moves you'll just wipeout. 


| =4 1 De 


The game of the sport may well be only a 
bit less dangerous than the real thing! 


e Up/down movementpumps e Pauses game 
your left and right legs 
respectively, 
making 
you skate 
along 

¢ Left 
movement 
makes you 
spin while 
jumping 


Pedal 
your bike 


e You jump! 
faster 


© (With up) you perform a backward flip 
© (With down) you perform a 360 spin 


Without your help the heroine here’s really 
not so good at roller skating. So get to it! 


e Up/down movement 
pumps your left 
and right legs 
respectively, 
making you 
skate along 
Left 
movement 
makes you 
spin while 
jumping 


e Pauses game 


e You jump! 


How to score points 
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IN LOTS OF WAYS THE SKATING EVENT IS VERY SIMILAR to the BMX track, in that 
the real key to success is to learn where and when each obstacle will appear and 
how to deal with it. The stationary obstacles like drains, sandpits and puddles 
are all pretty easy and only require a well-timed jump. But the beach ball and 
your twin sister are a lot harder to cope with and so you'll need to watch their 
patterns and avoid them. 

Spinning while jumping will increase your points many times over but also 
makes you stay in the air longer — so do this only when you've got enough room. 


How to score points 
| Paul. PAUL. | 


THE BEST MOVE IS THE BACKWARD FLIP as this gives you the most points, by a 
long way. But you can also perform just “good” flips or really go for it and perform 
awesome flips. Good flips give you 1,500 points but awesome flips give you 
3,500. Learn the route and know where and when you can perform the backward 
flips. If you can’t, keep doing normal jumps as you can still accumulate points. 

If you get to the end with 40,000 points or more you then get the chance to ride 
off on a mean machine — but remember to jump over the small gap ... 













Chicks! Minnie has gone and CG A S T L FE @) F 
gotten herself kidnapped by an evil 
witch called Mizrabel and it's all 

down to the men (or the mouse in | L Es U S : @ N 
this case) to rescue her. 


SSSHH! CAN YOU KEEP A SECRET? 


Although your main objective is to rescue Minnie, all 
the levels do have secret rooms. Here’s all there’s room 
to show. The rest you’ll just have to find for yourself ... 
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THE ENCHANTED FOREST TOYLAND (PART 3) 
F = Fs | | fen a =) or) (PART 3) , ; C3 i DIFFERENT PARTS of the level, the screen 
HEAD RIGHT and jump off the sloping platform breaks into two platforms — one’s a dead end, 
; i onto the tree. Bounce off the ghost onto the but stay cool, the dead end usually has a whole 
As Mickey travels through Mizrahel next tree and then bounce up the next five lot of bonus points in it. On the first one jump 
kingdom he'll come across various items ghosts on to the top of the next tree and here up to the top platform and destroy the two yel- 
that will either replace a unit of lost power, you'll find some bonus points. Fall straight low blocks at the end. Hidden in here is a star. 






give him more points or some more 
ammunition to throw at his enemies. 
But which is which? Let's take a look ... 


down and walk toward the hole. Fall down 
again and head left to the wall. Walk through 
the wall and you'll find a room with ten 
diamonds and a star. 







THE STAR: Pick this up and it'll replace one 
point of energy up to a maximum of five. If 
you collect one when you've already got 
five you'll get 1,000 points instead. 
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THE STORM (PART 1) 
0: THE START, walk right and fall down the 

steps and you'll see a little crevice. Walk 

through the wall and you'll come to a bonus 


MICKEY’S EARS: These give you an extra 
life! You can also get an extra life by 
scoring 40,000 points or more and then 
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every 50,000 points thereafter. TOYLAND (PART 2) Toom with nine diamonds and a bag. Carry on to 

THE FIRST YELLOW WALL has a star in it (in the end and pick up the two stars. Next you'll 

; the left brick on the second row). As you fall come to a dead end, so go back and fall down 

bemoan a down the first set of moving steps, head right the gap after the second bridge. Swim down and 

your throwing items. Throw eg target and you'll go through the wall where you'll find get sucked into the tunnel, this will carry you 
and your opponent will disappear in a puff four yellow blocks. The block on the right of the out to the exit. 


of stars. Mickey can only carry up to 30 at CLELL EES 
one time, but if he picks one more he'll get 


another 1,000 points. 







first row has a star in it. As you continue and 
climb up, you'll be on a platform with a hole in 
it. Destroy the blocks and pick up the bags on 
both sides of the hole and then (if you want) 
you can keep going backward and forward to 
collect a 1,000-point bonus each time. You can 
do this as often as you want. 











BAG: This will give you ten items to 
throw. If you already have more than 20 
items you'll get 1,000 points again. 






















DIAMOND: This doesn’t actually do THE LIBRARY (PART 1) 

anything but awards you 100 points. Qin A CUP OF TEA? Well your luck’s in here 
because there are two secret bonus rooms 
hidden inside the cups left in the library. Just 
jump and get those great points! As well as the 
cups there is a special room that holds two 
stars and a bag. The door is a black hole which 
you just walk through, then carry on right from 


the big apple by swinging on the light switch. 






COLORED GEMS: Collect all seven of these 
little beauties to rescue Minnie. 







ou wanna see graphics? Then get these. You want a totally righteous platform game? Then get this. Mickey Mouse 
is a brilliant platform adventure set of five very different levels of tricks and traps all set to stop Mickey from reaching his 
true love. Along the way he'll come across bats, flying fish, toy soldiers, juggling unicyclists and all manner of platform 
puzzles to overcome (earning him neat bonus points and real useful health points). Yes, there's more to this game than meets 
the eye. Luckily all the searching’s been done for you — here's the complete gamers guide 
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Here’s your complete guide to each boss and how to 
beat them: 


ENCHANTED FOREST STORM 

IT'S KILLER TREE STUMP TIME. This one has two forms of © WEIRD THIS ONE. A five-piece totem-pole that spurts 
attack. First off it will roll toward you, so jump over it. small green things at you which you must kill. Remember 
Repeat this. It then hits the tree and some acorns will where they land and bum bounce them out of existence. 
fall. Avoid these, then jump on the stump. Repeat. 


























THE CASTLE (PART 1) 

6) HERE YOU'LL FIND A NEAT BONUS room with 
two stars and four candles to throw. Fall down 
the second gap and jump over the two knights. 
When they turn around and come back to you, 
bounce off them or their maces over the wall 
and into the room. The falling blocks are a bit 
tricky, but if you remember how they fall you 
can get past them. The first four all fall when 
you're under them. Just run through and you'll 
be O.K. The second set are more difficult. The 
first, third and fifth blocks fall down so you can 
stand under the second and fourth ones to make 
your way through. The third set are real easy — 
just walk right through to the other side. 


THE CASTLE (PART 2) 

ce A BIT LIKE TOYLAND REALLY, the swimming 
section breaks into three sections with only one 
way out. On the first time, take the top platform 
and watch out for the fish. On the second time, 


take the bottom exit to get out or take either of 
the other two to get a bag. 





part) a MS ABTES 90 


TOYLAND CASTLE 

THE JACK-IN-THE-BOX isn’t too hard but watch out for © PREPARE TO BE WHIPPED into shape with a tea towel. As 
the spring-loaded arms. Jack's usual attack method is to soon as he jumps on screen move toward him. Stand next 
bounce twice and let one of his arms go. Duck under it to him and when he grins, jump up and bounce him. Each 
and four springs will fly from his head. Jump on one of time you hit him he'll turn redder until he bursts. 


them and bum bounce his head. 
ms ¢ 
















Mizrabel 
the witch 


Follow her closely and she shouldn't be too much trouble. 
First off she appears at the lower middle of the screen 


© Left/right movement walks 
Mickey through the levels 
*® Down movement 
(with jump) 
makes Mickey 
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perform his : . 4 

bum-bounce (before she jumps up to the corner). As she casts her spell 
attack that 5 wait until the ghosts explode outward and then jump onto 
destroys all her head. She'll split in four and move. If she goes left or 


enemies right stand opposite her and repeat. If she goes up, 
wait at the bottom of the screen and 
avoid the ghosts. 


joypa 







© Mickey jumps. The longer A ® Fires whatever special item 
is held down, the higher Mickey may be holding 
Mickey jumps 
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CHUCK ROCK 


This is one of the best platform games around, but you'll find it’s also one of the toughest ... 


ary Gritter has stolen Chuck's girlfriend and so Chuck must deploy all the resources at his disposal to get her back. Trouble is, 
his resources are limited to an enormous beer-gut, a useful right foot and a brain the size of a walnut! 
Consequently anything that you can come up with in the cunning, intelligence and exploratory capacity will be greatly 
appreciated! So stay on the alert and use all your expertise — here goes ... 
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The five levels in Chuck Rock are very different and so is each end-of level boss. 


Sometimes you’ll come across a rock that might come in useful, other times you’ll be 
on your own with nothing but your belly and your brains. But here’s how to deal with 


each boss — and that includes Gary himself. 


LEVEL ONE 
RHINO 


THIS RHINO is tough and with extra-tough skin 
— none of your punches or kicks will do any 
good. So pick up the rock from the floor and go 
for it. Timing is they key here, and it's essential 
that you stand (holding the rock) in the lower 
left corner. When the Rhino makes its run, 
throw the rock and jump up the step to avoid 
getting crushed. 

Repeat this six or seven times and the Rhino 
will disappear through the floor. Where it goes 
nobody knows. 


LEVEL TWO 
WALRUS 


Wc ll all ki 


FIND THE RIGHT POSITION and keep jump-kick- 
ing real fast. The Walrus can't take much of 
this, and if you time it right you won't suffer 
any damage either. 


LEVEL THREE 
SEA MONSTER 


THIS MONSTER looks like it came right out of a 
cartoon, but don’t let looks deceive you, this 
boss is real tough. Not only do you have to 
watch out for the spits of water that it fires at 
you, you also have to take care of little crea- 
tures that walk along the sea bed. 

Take care when Chuck is in water because 
he moves very differently. Swim toward the 
monster and kick the stomach. Try to time this 
right and you can get in two hits if you're real 
fast. Repeat this action several times and the 
monster will develop severe stomachache 
and swim away. Phew! 


LEVEL FOUR 
WOOLLY MAMMOTH 


HEY, THE TUSKS MAY LOOK valuable but get- 
ting them off the Mammoth is going to be 
tough. Don't worry about the size too much 
because the only part that attacks you is the 
trunk. 

Stand for a while and watch the pattern. 
Then run in when it's safe and give the 
Mammoth a few sharp blows with your jump- 
kick attack. 

Watch for the trunk and for the small 
forward jumps and you should be able to give 
Opehlia a nice Mammoth-tooth necklace when 
you finally rescue her. 


LEVEL FIVE - GARY GRITTER 
SO YOU MADE IT. Now just take a good look at that Monster and be sure all this trouble is worth it to 


save a woman! If you decide to take on Gary you'd 
better be prepared for some tough fighting. 

Gary's here in all his glory (and gross boxer 
shorts) and he's not giving up Opehlia lightly. The 
only part of Gary that can be hit is his head. So 
stand up on platforms and time your attacks to 
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perfection. Stand on the edge and Gary runs in and Wy 


tries to bite you. Dodge him and then jump-kick him 
tight away. Keep repeating this and Gary gives up. 





HELPFUL ANIMALS 


Although most of the obstacles can be cleared successfully just by using the many 
rocks lying around the place, there are also some pretty helpful creatures that make 


life easier by far. 


BRONTOSAUROUS 
JUST JUMP on its back and it'll take you across 
any dangerous rivers. 


PTERODACTYL 

Belly-butt this dinosaur to wake 
it up and it’ll fly you across a gap 
that you can’t make. 


WHALE 
THE SAME as Bronty — just jump onto this 
creature and take a ride. 
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Easy really, just pick up a rock, 

stand on the croc’s tail and 

throw the rock on the head. The 

force of the throw will send you 

flying upward. see 
SNAKE 

IT'LL BE sleeping peacefully until you come 
along and belly-butt it into a living platform. 


Prehistoric 


practice 


Before you start thinking this is going to be easy you'd better 
get some practice in. The real trick in Chuck Rock is learning 
to chuck the rocks properly in order to kill 
the various dinosaurs. 


Except for the end-of-level boss, every dinosaur you come 
across can only take one hit either by belly-butt, jump-kick or 
your friendly neighborhood rock. But rocks aren't just for 
throwing. On some levels you'll come across a platform 
problem with only one way around it, and that’s by standing on 
a rock. On levels 3-1 and 5-1 you can get yourself stuck if you 
throw the rock away and then find out you need it. 


So practice the distance of your throws and also remember to 
look around properly before you get rid of it. 


No function 


RED SNAKE 
THE COUSIN of the previous snake — use it in 
the same way. 


FROG 
JUST STAND on its head and jump off at the 
peak to reach a higher platform. 


MAMMOTH 
EITHER it raises you up with its tusks, or it 
wraps you up in its trunk and fires you out. 


Picks up rocks, throws them, 
or kicks when flying 


Makes Chuck jump 





ROLE-PLAYING 
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CORPORATION 


See yourself as a bit of a 007, do you? Then you can be certain that you'll love Corporation: 
it's spooky, it's futuristic and it’s real great to play. So grab your explosive fountain pen and 
your nuclear-capability raincoat and get moving ... 


he good thing with interactive games such as Corporation is that you get an excellent plot and this draws you in and makes 


the game more atmospheric. 


The whole idea behind Corporation is (deep breath) to break into the UCC building and find an embryonic sample that will 
prove the fact that they (the UCC) have been messing about with DNA experiments and have in fact created a monster 
(nicknamed Freddie) that escaped and started killing innocent bystanders. 
Yes, you are a government agent and you are on a secret mission to find out the truth. Keep your eyes open and don’t get caught, or 


you might just get a chance to meet Freddie. 


GETTING STARTED 

WHEN YOU START UP YOU ARE GIVEN A 
list of characters to choose from. You can 
pick from a couple of humans or a couple of 
droids. The best character is probably Driod 
1, as androids already have the back-pack 
computer and the vision-enhancing visor. 

Now that you've picked your character, 
it's time to pick your equipment. Seeing 
how the android is already well equipped, 
you don't need much else. Just take these: 





ITEM QUANTITY 
Gun 2 1 
Grenade 

Bomb 

Power Pack 

Refill 

Electronics 

Armor 3 

Now get going with your mission. 
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13 (LUCKY FOR GAMERS) GENERAL TIPS 
To fully map and explain Corporation would need a whole tips book to itself, but 
here's a few pointers to help you along. 


1 The most important weapon is the bomb, but don’t use it until you get put into 
prison as it’s your only means of escape. 

2 Watch your energy levels at all times and if they are too low do something 
about it. 

3 Use your back-pack sparingly as this takes vital energy all the time it’s on. 


SEGA 


EQUIPMENT 
POWER 


oe 


4 Use all the terminals and power packs as described to recharge your energy. 

5 Keep away from the walls when walking down corridors to prevent them opening 
and anything nasty coming out to greet you. 

6 When you walk through a door, try to enter dead-on and then walk inside. Using 
the joypad take a quick look around and see if there is anything interesting to look at. 
7 Sooner or later you are bound to get put in the prison. If you get badly injured or 
you are exhausted the human guards will pick you up and throw you in the prison 
while they decide what to do with you. Thankfully they do this in such a hurry they 
forget to check your pockets, and this leaves you with a means of escape. 




























8 You need a bomb, and if you don’t have it, then prepare to 
meet Freddie. If you do have the bomb then obey the following 
instructions and get the hell outta there. Walk to the southwest of 
the room and set the bomb to 30 seconds. Go to the opposite side 
of the room, as far away from the bomb as possible, and watch the 
explosion. There should now be a big hole where there was once a 
wall. Walk through and keep going. 

9 Don't buy a lock-pick, find one. ; a k 
LO Don't buy a drinks dispenser either. coo ment 
11 Never be tempted to skimp on your armor. 

12 Look for damage when using an item as it may cause 
damage to you when you use it. 

13 Don't carry a lot of equipment. Too much and you'll slow 
down and use your energy too quickly. 





A BEAST OF A GAWIE ... 5 THE GUARDS 
Some enemies you encounter are real, _ The only humans in the building and they get paid well, so if they spot an intruder 
some are holograms. Luckily, some are they go nuts. Be careful and don't ask any questions — just shoot them. 

just plain stupid, but if you come across a 
beast in the game you need to know how 
to deal with it. 


6 ROBOTS 
The robots are pretty docile, but set off an alarm or get in their way and they'll try 
their hardest to poke you out of existence. 





1 REPAIR SPIDERS 7 BLOBS 
These robots run around the ceiling repairing damaged lights. They're harmless when —Qops. This little experiment went rather wrong because the blobs are very deadly 
they're on the ceiling, but if they fall off and don’t explode when they hit the floor, indeed. They seep through floors and ceilings, so watch your head. 
they'll run after you. Shoot them real soon. 

8 PROTOTYPE NK 
2 THE CRAB You've got something of a problem here. Shoot these prototypes and they just 
Ha! Fooled you. This one’s a hologram. They appear next to a door and if you go in shut down to repair themselves. Trouble is, you don't know how long for. So be 
you'll see the projector. Careful, though, sometimes the hologram is hiding in front of careful and run past them fast — if you can. 
something infinitely more dangerous. oe 










3 THE SENTRIES 
Big and ugly but simple really. Just shoot them before they shoot you. Slowly and safely is the key to playing 
fefelselele-idiels mm —toMalo\ aa celliag-meortelalilel-jal a 
4 THE ALIEN you know how to deal with the enemy, 
You gotta listen out for this one more than anything else because as soon as it sees just take your time and you’ll do fine. 
you it'll let out a real loud roar. Aliens like hiding behind doors to surprise you. 
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* Up/down/left/right ~ Switches between 
movement Movement (letting 


























moves you you move) and 
through the Command 
corridors, (selects 
labs and commands) 


rooms 
of the 
Corporation 






~ Only used in 
movement 

mode, to let you 
crouch, crawl or ~ Changes your current 
jump crosshair target 





~ Uses your currently-held 
weapon 
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DECAPAT TACK 


Seven levels of stomach-churning platform action are in front of you as Chuck D. Head tries to 
revert back to his human form. Get that sick hag ready, you'll need it. 


nlucky Chuck has been magically deformed into a horrible being! He must fight for his original body, but his only means of 
attack is to hurl his head at the bad guys. So taking his life (and head) in his hands he sets out to defeat the evil Max D. Cap 
and maybe (just maybe) turn back into his old self. 
There are seven worlds each with three stages and a special item to be located. Only then you can face up to the end-of- 
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world boss and work your way through to the final confrontation with Max. 


On each world you must find a special item that enables you to progress to the next 
level. Now these objects are very well hidden, but follow this advice and it 


LEVEL 1-3 is real simple. When you start, fall 
down from the platform you are standing on and 
walk right. See the statue? Well smash it in and 
collect your prize. 


LEVEL 4-3 takes ages to find, but there's not 
too much to tax you when you get there. Travel 
through the first puddle of water to the next 
one. Go left and fall down the hole. Keep head- 
ing left over the lava pit and bash that statue. 


LEVEL 5-3 is a real hot challenge. Hop over the 
first two lava pits and when you reach the third 
one stop in and grab your prize. 


shouldn’t be too hard. 


LEVEL 2-3 soon lets you know that from now on 
things are gonna be difficult. Right from the 
start it's only possible to go one way. So — fall 
down, jump up and then fall down again. Now 
walk as far left as you can go, then jump right 
up to the platform above you — and you can 
smash the statue. 








LEVEL 6-3 is another long haul but this one is 
relatively easy to find. The statue is hidden 
under the ice but above the molten lava in the 


middle of the stage. 


LEVEL 3-3 although not hidden is very involved. 
Jump on the clouds and keep going right. 
Eventually you'll come across two columns with 
arrows pointing inward. Jump down between 
them and walk right along the top of the water. 
As you walk you will see the statue below you. 
Carry on left and fall into the water, swim right 
and smash the statue. 


LEVEL 13s is your final ra ‘ai it's really 
hard because it's in the water surrounded by 
those horrible little fish-like creatures. 





Bossy Boots 


After all the heartache of trying to find all the special items on the first stage, you then 
have to knock out the end-of-level bosses. The first Zood news is they all have their 
weaknesses (but finding them is the difficult part). The second good thing is that all 


the hard work’s been done for you. Here goes ... 


BOSS ONE is so simple to get rid of it’s laugh- 
able. When he makes his run at you, run to the 
right of the screen. When he does his turning 
around bit, waste him and move onto level two. 


BOSS FOUR is here and things are getting bad. 
Again use your spells but this time use your 
“greater strength” and “longer reach”. Bounce 
around avoiding “it” and victory is yours. 


BOSS TWO is again real easy but he looks quite 
hard. Wait for the boss to hop on screen and 
position yourself in front firing like a madman. 
Jump over the little frogs boss two fires and 
you'll be just fine. 


BOSS FIVE is a real hard case, even harder than 
Max himself. The trouble is that you need to 
follow a pattern in order to beat him. When he 
pops out of the ground hit a couple of times 
then leg it. Watch out for the stones and repeat 


BOSS THREE is probably the first time you need 
to use your spells because this guy's tough. You 
need to attack his head, so pick and use your 
“jump higher” and “move faster” spell. Jump up 
and whack his head in. 


Boss six and you've stumbled into a King Kong 
look-a-like contest. The King Kong's may be 
big, but they fall real hard — just blast them 
when they hold their arms in the air. And don't 
forget to hold your nose! 


this process several times. 


Unliimited 
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BOSS SEVEN and it's the final encounter with 
Max D. Cap. He's tough, but not invincible. Use 
your “greater strength” spell and bash his head 
as he attacks. After a few successful hits it’s 
“bye ‘bye for Max and congratulations for you. 


The spring poles aren't just there to send Chuck catapulting around the levels. Learn how 
to use them right and they can keep your energy levels topped up to the max. 

Jump above a pole and make Chuck land directly on top of it. As he bounces up and 
down the segments of the pole will turn from red to white. Each changed segment earns 
Chuck extra energy. It takes practise, but is well worth the effort so get jumping. 
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e Moves Chuck left 
e Moves Chuck right 


e Pauses the game by accessing 
the inventory. Here you 
can look at what 
you're holding 
and use 
it if you 
want to 


e Chuck’s head pops out of his 
stomach to bash a baddie and 
(if you picked it up) throws his 
extra head in front of himself 





ACTION 
Piloting your AH-64 attack 

chopper, save a little Arab Emirate 
state from being taken over and 

then stop a madman from 

starting WWIII — all in a day's 

work for a top-rate Sega player. 















































ake a full role in 27 tough missions within four campaigns in a bid to stop a mad dictator from launching a nuclear attack on 
the unsuspecting world. It's just you and your Apache AH-64 attack helicopter against all the madman’s forces, but you can 
overcome. Loaded with a 30 mm cannon, hydra missiles and Hellfires you have the ammunition, and you're given all the 

military hardware you need to defend democracy. But do you have the skills to go with it? After reading this you will have. 

Destroy the enemy, pick up hostages and find bonus points hidden in the landscape and you just might do it. 


CANIPAIGNING FOR A BETTER WORLD 


Mission by mission, what to look out for, what you need to accomplish and 
(most importantly) how to deal with the enemy. 








CAMPAIGN ONE: 
Stop the madman from starting WWIII and save a small Arab country. 
Mission 1: Radar sites 

Easy, just get the radars with a Hellfire and fly off. 

Mission 2: Power station 

Destroy the station and don't forget the line of pylons also. 

Mission 3: Air fields 

Detonate everything — the buildings, the planes and the reinforcements. 
Mission 4: Command centers 

Easy, but don’t forget to pick up the commanders. 

Additional information you’ll need to know: 

Your lost co-pilot is in the top left corner standing by his crashed F-15. 
Rescue him and blow up the plane. 





CAMPAIGN TWO: 
The secret agent has revealed that political prisoners are being held in a 
P.0.W. camp. You must rescue them. You also hear that nearby there are 
scud missile launchers so you might as well sort them out too. 

Mission 1: Radar sites 

Exactly the same as before. 

Mission 2: Jail break 

Watch out for the artillery and pick up the prisoners in groups of four. 
Mission 3: Power station 

Make a few passes and pick off the artillery before you actually blow up the 
station. 

Mission 4: Chemical weapons factory 

Fires a Easy, but don’t forget to take out the cooling towers. 

Hellfire . Mission 5: Scud launchers 
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Pauses game and 
accesses the 
status screen 


Up/down/left/right movement 
guides your Apache AH-64 

attack chopper around 
the war zone 

















missile Find the commanders before blowing up the launchers. 

(ammunition permitting) Fires a Hydra Mission 6: Rescue P.0.W.s 

With up, down left or right —_ missile (ammunition Destroy the watchtowers and then rescue the P.O.W.s (watch out for 
enables you to move the permitting) 8.U.s) 


chopper slightly by jinking e Fires your machine guns 


CAMPAIGN THREE: 
After successfully completing your scud-busting mission, the enemy have 
gone and captured some U.N. inspectors and are holding them hostage. 
Your first job? To get them back ... 
Mission 1: Rescue U.N. inspectors 
> Be very careful not to kill any 
hostages or you'll have to 
start the mission again. 
Mission 2: 
Biological weapons 
complex 
Blow up each building and 
pick up the scientists, capture 
them in fours and drop them off at the landing point. 
Mission 3: Underground missile silos 
These are hidden real well, 
but look for a false patch of 
sand and then just start 
blasting. 
Mission 4: 
Pilots lost at sea! 
The speedboats need six 
hydra hits before they blow 
up, so plan your attack in 
waves. Be careful not to kill 
+} the pilot. 
| Mission 5: 
-| Power station 
+} Check out artillery and then 
destroy the power station. 


Mission 6: The Madman’s yacht 

Don't let more than two prisoners drown or you're in trouble. Pick up six 

then set them down and fly straight back to pick up five more. 

Mission 7: Capture enemy Ambassador 

A whole lot of artillery here so take them out bit by bit. Check the build- 

ings for bonus points — you may be surprised what you can find! 

Mission 8: Embassy rescue 

Land in the Embassy and then destroy the doors. Escort the bus to the navy 

seals base, but be patient with it. Buses can’t move as fast as choppers. 

a Additional 

information you'll 
need to know: 
Rescue the two cameramen 
and set them down at the TV 
station for a whole lot of 
extra bonus points. 


CAMPAIGN FOUR: 
This is it. You've got the madman on the run but it's nighttime. Take care of 
his oil diversion and then get after him. 
Mission 1: Protect the oil fields 
Oil is your friend, so stop the Z.S.U.s blowing up the tankers and pick up six 
commandos to stop any future attacks. 
Mission 2: Stop the oil spill 
Fly by and take out any opposition, then jink into position to line up and blow 
up the pipes. 
Mission 3: Bomb shelters 
Real tough, but fly past and take out the Z.S.U.s. Then concentrate your fire at 
the entrance to the shelter. 
Mission 4: Bomb parts 
The nuclear bombs are hidden in dump trucks. Wait until you see which are 
real and which are decoys before using up your ammunition. 
z 7 = Mission 5: 
Hs power plant 
©) Protected by radar sites, you need 
to take them out or you'll be in 
trouble. Destroy the cooling tower 
and the main building and don't 
forget to pick up the scientist. 


Nuclear 


Mission 6: Power station 

Don't do a thing to start off with, just fly and stop next to it. The Crotales will 

fire at you, but ignore them and concentrate on destroying the power station 

instead. 

Mission 7: Presidential palace 
Lots of artillery but also lots of 
bonus points so fly past and take 
time to check everything out. 
Then drop off your co-pilot and 
watch him get kidnapped. 


Rescue your co-pilot before you 
destroy the bomber. Blast a hole 
in the top and your co-pilot will 
walk out to the edge. Unload all 
your weapons and then pick up 

some more. Two or three full 
ammo crates should destroy the 
plane and you'll be a hero! 








Desert Strike cheats 





Each campaign in Desert Strike has a password so you don't have to go back and do the same campaign over again. 
Here are just three to get you straight in to the action: 


Level two: KQJRJTY with a score of 737,000 Level three: OLOLAHV with a score of 1,412,000 Level four: PTKEFTG with a score of 2,419,000 
If you want to start with five lives instead of three, enter TOQQLOM as your password and press start. Then go back into the password screen and enter your 


level password and — no kidding — five lives are yours for the living! 





SCAS— 








SPORT 





EA HOCKEY 


Slashing, punching, tripping and kicking — ice hockey is a great stress reliever. What's more, in 


EA Hockey it's all legal. So get your stick out and get stuck in. 
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THE BEST SHOT to master is the midfield slap 
shot because it usually beats the keeper for 
sheer speed. Alternatively, run directly up (or 
down) at the keeper and when you're just out- 
side the red semi-circular line, press B. Timing 
is everything here so keep practicing. 








IF YOU HAVE TIME, skate around your 
Opponent’s goal with the puck before shooting. 
This will often lure the goalie off his line. 





PASS THE PUCK around a lot so that either your 
left or right defenseman has the ball when 
building up an attack. Move him up the rink and 
if you have a clear view on goal, go for the 
shot. Quickly press the C button and then press 
the direction pad opposite to the side of the 
field you're on. This is as near to a sure-fire 
goal attempt as you're going to get. 





ANOTHER TIP is to use the pass button (instead 
of shoot) to send a shot right through the legs of 
the (now very annoyed) goalie. 











PASSING THE PUCK around the goalmouth 
Causes great confusion and can often create 
openings in the defense. 





Obviously, the aim of the game is to score more goals than your opponent. But there are 
a few special ways that make that scoring easier. Here are some top ti 


Ss for success: 






Each of the 22 teams has different strengths 
and weaknesses, but some teams are 
undoubtedly superior to the others 







BELGIUM: Great defensemen but little else. 
CANADA: Top-flight team, almost invincible. 
CZECHOSLOVAKIA: Nice all-round team 
but a capricious center. 
DENMARK: Appalling. Avoid unless you want 
to get beat. 

FINLAND: Good defensemen, but no 
attack strength. 

FRANCE: Great left defense but nothing else. 
GERMANY: Nice all rounders, 
but weak wingers. 

HUNGARY: Right defense is 0.K., but the rest 
of them are poor. 

ICELAND: Left defense, that’s all folks! 
ITALY: Good on the left, no good on the right 
and in the center. 
LUXEMBOURG: Nothing good in this 
team at all. 

NETHERLANDS: Good center and left wing, 
but no support. 

NORWAY: Good left side but no back up. 
POLAND: Slow, slow and slow again. 
PORTUGAL: Left sided. 

SOVIET UNION: The only team that can truly 
challenge Canada. 

SPAIN: Left and right defense. 
SWEDEN: Very good, but watch out for 
weaknesses on the right wing. 
SWITZERLAND: Can be good but tends 
to be patchy. 

UNITED KINGDOM: The British should stick 
to soccer. 

UNITED STATES: Good on the rink but a real 
useless goalie. 

YUGOSLAVIA: Only the left defense are 
any good. 
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‘ . 5 F movement glides the high- 
A Hockey is an all-out sports simulation that brings all lighted ahi E 


the excitement, action and the fighting of top-flight right around 
international ice hockey to your computer game. Pick the ice 
your team from the list of 22 hopefuls. Play top-grade 
hockey with giants such as the Soviet Union and Canada or aim for 
underdog glory with losers such as Poland or Great Britain. 

Play with a mate, or try your luck with a puck against the 
computer one on one. When you've enough confidence, try out for 
the ultimate prize, the World Championship. It'll be tough, but check 
out these tips to help you out. 








During a When in possession, passes to 


fight, grabs the nearest player 
hold of your When your opponents have 
Ee a H oc kK ©e y opponent possession, switches control to 












the player nearest the puck 


Cheats ayer n : 
When in a fight, strikes a 
Game Set-Up body blow 
Lm 


When in possession, shoots at 
goal (a small tap triggers a gentle 
shot, a prolonged press triggers 
an all-out slap shot) 

When not in possession, triggers 
a sudden burst of speed 

When in a fight, takes a 

For a 4-2 lead in the finals as the U.S.S.R. against the U.S.A., enter the following 
code on the password screen: HKT82Y93JDB76435 
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These tips come to you from an ex-pro gamer who’s also a big: Sega fan. EA Hockey is 
a highly realistic Same, so a lot of the principles and tactics of the real sport apply 
to the Sega game. 


PAUSE Ww 
a fas a 


BEFORE SWEEPING INTO ATTACK, wait with th DON'T FORGET that you can substitute goal- DON'T USE specialist players for the wrong job. 











puck behind your own goal until your players keepers if one isn’t behaving right. There's no Defenders are big, slow guys who can guard a 
have all returned to their specialist positions on way of knowing whether the substitute is any goal great but can’t shoot at all. Attackers are 
the ice hockey field. better (there are no stats available) but trial and sprightly lightweights who are about as solid in 


defense as a jelly. So pass the puck often and 
structure your movements with care. 


error soon sorts out the men from the boys. 











AT THE END of a match versus the computer, if 











ALWAYS USE the action replay feature to 


analyze any plays or goals that are in any way you're winning then the computer will 
out of the ordinary. Look out for the player substitute his goalie for a hot-shot striker. This 
movements that made the goad possible then usually happens with around 30 seconds left on 
watch out for similar opportunities in the clock, and it's your cue to take shots at goal 


subsequent matches. from anywhere on the rink. 





F-22 INTERCEPTOR 


This is the game that first let you go up, down, flying around, looping the loop and defying the 
ground. So for the budding Tom Cruise in all of us, let's take to the skies and sort 
out the enemy ... 


f you're completely new to the game don’t waste your time with tips, just get your plane up in the air and thrash it around a 
bit. The best tip by far is that practice makes perfect. Once you've got a feel for the way the plane handles and how to use 
the weaponry, you can start getting serious about the missions ahead. There’s no rush, the game actually “trains” you at first 

anyhow — by starting the early missions with your sights already locked into their targets. There are also a lot of text screens 
which talk you through exactly what your missions are and how to use the weapons at your disposal. 
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CIN YOUR FLYING MACHINE) 


There’s a lot to master in F-22 Interceptor. Here’s how to tackle the basics. And once 
you’re on top of all these, feel you’re fully in control and have an idea about what you’re 
supposed to be doing, you can join the aces challenge. 


Explosive 
cheats 


Here are the codes for the 
five missions in F-22 
Interceptor. Good luck! 


oo 


e¢ ACES CHALLENGE: 
MHO1K1 


¢ KOREAN CHALLENGE: 
BIOF8P 
TAKING OFF 
PIECE OF CAKE REALLY. Just keep your finger on button A then, when you reach the end of the run- 
e IRAQI CHALLENGE: way, pull down on the D-pad. The take-offs are very forgiving so there's no messing around with get- 
GTGE8V ting speeds right or with flaps and undercarriages. 
Hatt a Faars P DYING HORRIBLY 
eae arer a i 
e RUSSIAN CHALLENGE: ai = OBVIOUSLY. BECAUSE YOU'RE INSIDE the plane 
you can’t tell how damaged your plane is. The 
KSQGIV mistake most gamers make is not keeping a close 
: eye on damage and so they unexpectedly crash and 
& b BS burn. Regularly pause the game and a picture is 
¢ AMERICAN CHALLENGE: i displayed showing the current level of damage. If 
6PGE02 ae } es things are looking desperate, give the tanker a call 
: = for repairs to your flying machine. 





SEGA 


REFUELING 

TRICKY ISN'T IT? Well, actually no. The thing to 
remember is that your plane always remains at 
the same angle or pitch that it was flying in at 
the end of the last mission. So, if you straighten 
up your plane just before the preceding mission 
ends, you'll be in a perfect docking position. If 
you did it right, all you have to do is accelerate 
a bit and you'll be fine. 


LANDING (IN ONE PIECE, 
ON A RUNWAY) 


MUCH THE SAME as docking, really. If you line 
up your plane in the previous mission, you'll 
approach the runway at a perfect angle. If you 
don’t, you'll wind up going all over the place. 


AIR-TO-AIR COMBAT 


NOT AS DIFFICULT as you might imagine. 
Missiles are in short supply so only use them 
against the more heavily-armored opponents 
(like choppers). Instead, line up your sight with 
the target (it'll turn green) and blast the 
Opposition with your cannon. 


MISSILES 


IF YOU'RE USING MAVERICK MISSILES, you'll 
soon realize that they're not all that 
maneuvrable. They're best used against 
ground-based targets but either way, always 
make sure your crosshair is lined up with the 
target before firing. If it's a little off-center, 
then chances are you'll miss. 


eee 


Up movement pulls the nose of 
your F-22 Interceptor up 
Down movement 
pushes the nose 

of your F-22 

Interceptor 

down 

Left movement 

rolls your F-22 
Interceptor left 

Right movement 

rolls your F-22 


Interceptor right Engages afterburners 


Fires your missiles 


Fires your cannon 
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The code to get you to this ultimate test is MHD1MS3. 


Basically you are up against four of the deadliest 


pilots with only a cannon to aid you. What’s more, you 
only have 300 rounds per enemy to spare, so conserve 


your cannonfire. Here are the four guys you’re up 
against: take notes, you’ll need them later ... 


1 IRAQI ACE 


THIS GUY FLIES A MIG 21-2. He's slow and 
clumsy so he shouldn't be much of a problem. 
If the word “break” appears on screen at any 
time, do a barrel roll. 


2 AMERICAN ACE 


THIS IS THE MOST DEADLY OPPONENT. You won't 
out-gun him, so run away. Then when you have 
some breathing space, get him in your sights 
and fill him full of lead. 





3 KOREAN ACE 


THE KOREAN ACE HAS THE ADVANTAGE of flying 
a powerful Mig 27. If you follow the normal 
procedure and follow your red sight, you'll be 
blinded by the sun. This makes you a sitting 
duck. It's better to run away from this guy, then 
turn to face him, line up your sights and shoot 
it out. It's pretty scary but your plane can 
take more hits than his. 


4 SOVIET ACE 

THIS GUY'S GOT A MIG 29, and it's real fast. 
Again, relying on your radar sight isn't good 
enough because you'll suffer read-outs and 
blackouts from the speed. Instead use the same 
tactics as you would on the Korean ace: thrust 
away, turn to face him, then battle it out doing 
barrel rolls as you approach. 


SEGA <>— 


FANTASIA 


This second Sega Mickey Mouse game is a joy to the eyes. But boy, is it hard to play! 


ickey is the Sorcerer's apprentice, and it’s his job to make the music play. But when during his dreams all the notes are 
stolen, Mickey must sleepwalk through the Sorcerer's magical world in his quest to get them back 
As Mickey's eyes and ears, before you do any thing else you'll need to practice both the timing and positioning of your 
jumps. The controls are slow in this game, and if you don't master them right, before you take a stab at the mission you'll 
get horribly frustrated. A general rule, though, is to jump early then get the positioning right when you're in mid-air. 
There's no getting away from the fact, this is a tough game. If you're going to be successful, you'll have to make sure that you know 
exactly what to expect before you arrive and that you don’t miss any hidden bonus items. Lucky for you, here are some tips 


THE FANTASTIC WORLD OF FANTASIA! 


Progress through Fantasia is slow and arduous. Here’s the complete guide to what will 


appear and how to cope with it when it does ... 


WATER WORLD 
CASTLE ONE 


THE EXIT DOOR is in the top right corner. If you 
want to get there more easily, move right along 
the bottom of the screen until the first broom 
appears. Let it follow you back left until you 
teach the wall. Jump on top of the broom and a 
whole lot of bonus items will appear. 


OUTSIDE WATER WORLD 
THERE'S A MUSICAL NOTE BEHIND THE first 
vine you come to, so make sure you get it. If 
you touch the first fairy that appears on screen 
you'll be dragged all the way underwater to a 
secret level. There are three crystal balls for 
you to take on this level, and you'll find the exit 
at the top right corner of the level. 


SEGA 


CASTLE TWO 


me a 
Pe ee 


CASTLE TWO IS THE SAME AS CASTLE ONE. Try 
entering the door with the face to collect four 
stars and two books. 

Also there is a shadow below the stairs 
which are under the window. Go into the shad- 
ow to find a secret room with four more stars 
and two hooks. 


EARTH WORLD 


aa Score 106800 3X W 4x 
IF YOU GET THE FAIRY which is beneath the 
dinosaur foot you'll be warped all the way to 
the Crystal Cavern before you can get side- 
tracked by the great graphics on screen. 





CRYSTAL CAVERN 

JUMP ON THE PLATFORM that moves backward 
and forward and a musical note will drop down. 
Continue past the two boulders and another 
musical note will appear. Jump and catch the 
Note and continue right and get the star. Go 
fight to the large crevice and use the mosquito 
to reach the other side. Obtain the music note 
which is right next to the fairy and then touch 
the fairy to exit the Crystal Cavern and return to 
the swamp. 


SWAMP 


—— a eT a 
3h SCORE 167000 9X W 5x 
JUMP ON TOP OF THE MONSTER’S HEAD to get 
across the water. Continue right to the magical 
door with a face on it. Touch the door to enter a 
secret area contaning two stars and a book. 
When you leave, you'll see a dinosaur foot and 
a bird. Either shoot the bird with your magic or 
try to jump the foot. Break the egg beneath the 
dinosaur foot and you'll get a book and a crystal 
ball. When you get onto the floating platforms, 
don’t touch the fairy or you'll go to the danger- 
ous Comet Zone. Keep going right to get a star. 
Get past the snake heads and again use the 





monster's head to cross the water. Touch the 
next fairy to enter the Desert Zone. Go right to 
get the book and the star. Break the first egg 
you come across and a whole lot of secret plat- 
forms will appear. 

Get onto the top left platform which takes 
you to a music note and two crystal balls. Go 
all the way to the right of the area to find an 
egg and a fairy. Break the egg to make a music 
note and a crystal ball fall from the sky. Touch 
the fairy to leave the area. When you reenter 
the swamp, use the spinning platforms to touch 
the fairy and exit the level. 


AIR WORLD 


GET THE BOOK and the crystal ball and wait for 
a cloud to come down. Get on it then off again 
onto the platform on the left. Jump three clouds 
up to the dancing flower and book. Jump left to 
the smaller of the two platforms then jump left 
to get the star. Jump inside the bubble then 
float up to the magic door. Inside the door is a 
star and two books. Exit the area and continue 
up and right. Touch the fairy to enter the Flying 
Pony area. Drop down until you reach another 
fairy and two stars and two notes. Exit the area 
and go up on the right side. Obtain the book and 
music note and the star which is on the left. Go 
to the bubbles and jump into the left bubble. 
Float up and touch the next fairy to enter the 
zone with Greek columns. Jump on the crystal 
ball and a note appears. Get the bubble that’s on 
the right hand side and float up in it. Get the 
music note on the right and take the next bubble 
that you see on the left of the screen. Touch the 
fairy to finish the level. 
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i Pauses game 













Left/right movement: 
Mickey sleepwalks left 
and right 

Down movement: 
Mickey crouches 
Pull down 
while Mickey’s 
jumping and 

he bum-attacks 
his enemies 


Mickey casts 
a big spell 


Mickey casts a little spell Mickey jumps! 


FIRE WORLD 
PART ONE 
JUMP OVER THE CREVICE WITH THE HOT-HEAD FLYING AROUND IT. Don't jump on the hot-head because it travels too 
fast. Go right to the lava and wait for a platform to arrive which takes you to the other side. Go right and get the star 
that’s on the platform. A hot-head will appear in the lower right of the screen. Jump on its head and a monster will 
appear. Destroy it and get the note. A mushroom appears next, so jump on it to make a platform appear. Go right and 
leap the small crevice. 

You are now in a section containing bats and a hot-head. Jump over the hot-head, get the star then jump right to 
the platform with another hot-head near it. Bounce off the hot-head toward the right and onto another platform with a 
hot-head on it. Touch the nearby fairy to exit this stage. 


PART TWO 
WORK YOUR WAY LEFT INSTEAD OF RIGHT ON THIS LEVEL. Jump the crevice and continue left until you meet the first 
monster. Destroy it and go left along the platforms. On the last platform, get the star above the monster. Keep going 
left until you reach a bottle on a pedestal and a hot-head. Jump on the vertically-moving platform and then kill the 
hot-head to get four crystal balls. 

Go left to the floating platforms. Take the music note from the fourth platform on the left and continue left across 
the small crevice. Keep going left and you'll find the fairy that enables you to exit the level. 


PART THREE 

WATCH OUT FOR THE MONSTER AND THE BAT ON THIS LEVEL. Jump the crevice then immediately jump again to avoid 
the bat. Jump the monster and get the bottle to make a platform appear. Jump onto it, onto the monster then jump right 
to the next platform. Make your way across the pedestals to the right. When you get across the next crevice look out 
for the walkway because it collapses beneath you. Keep going right until you reach the area with three witches. Jump 
on their backs to get right across the area. Jump on the first mushroom you see and three stars and two books will 
appear. The fairy on the right will transport you to the last stage of the game. 


PART FOUR 
‘ THE SCREEN YOU START in contains two hot- 
heads and a witch. Kill them and continue right 
past the caged beasts. Get the crystal and cross 
the falling walkway. Beware of the black ghost. 
When you get across you'll be in an area 
that contains floating eyeballs. Continue right 
and you end up by a giant demon claw. Jump on 
its fingers then bounce on the other 
$<) enemies. And that's the end of the game! 


he 


81x” scORE 568800 “9X 
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Increase your ves! 


On the water stage at the start of the game, get to the point where the platforms start to lift Mickey upward. Jump to the top one and grab the extra life. Now 
proceed to the magic book. Pick it up and keep moving until you find the treasure chest. Walk into the chest and you will be transported all the way back 
to the platforms. Now repeat exactly the same process from the beginning! 
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Arthur's out to save the world 
again and rescue the beautiful 
princess. Can you stop him losing 
his armor and running around in 
his shorts? The fate of the 

world (not to mention Arthur's 
embarrassment) is in your hands. 


GHOULS *N’ 


he wicked Prince of Darkness has pillaged and plagued your home village and (just to be especially nasty) he’s stolen your girl 
too. You play Sir Arthur (a knight of awesome experience in matters concerning the Prince of Darkness) and bravely you have 
decided to avenge your village and get back your girl. But the Prince has an evil army to protect him and it won't be easy. But, 

thankfully, as you travel through various landscapes you will come across opportunities to increase your weaponry — and 


indeed your armor. Use them well and you'll succeed. 


Level bosses in Ghouls ’n’ Ghosts get weirder and weirder as the levels progress — not 
to mention tougher. But hit the boss in the right place and he, she or it will soon feel 
the pain. As well as the bosses to contend with, the later levels have some real tricky 
platform sections to negotiate. Here we show you how to deal with all the 
problems you’ll come across. 


scuttles left and right 
© Down movement: 
Arthur crouches 


© Makes Arthur fire when 
used with the joypad to 
control direction 


e Makes Arthur jump 
when used with the joypad 
to control direction 


LEVEL ONE 
A STRAIGHTFORWARD LEFT-to-right run until you reach the ladder section near the 
end. Go as far right as possible then work your way up from there. This lets you avoid 
most of the hassle but don’t forget you can fire upward as well. 

The Statue of Terror is the first-level boss and he is SERIOUSLY ugly. Luckily he's 
pretty easy to beat. Ideally you should have the spear weapon. Just jump and fire at 
him seven to ten times avoiding his fireballs. Then catch the key and go into the castle. 


LEVEL TWO 

H...H... HO... HO... HOT. That's the way to describe this level and 
the end boss fits into this description. Inferno is his name and it likes 
crispy-fried Sir Arthurs for his breakfast. 

Get ready to hit him as soon as he appears, then as he jumps over 
your head crouch to avoid taking a hit. Turn around and blast away. He'll 
jump back over you but higher, so fire a shot straight up as he passes 
overhead to get an extra one in. Hit him 15-20 times and things will cool 
down a bit. 





ParERsS TOP TST 


LEVEL THREE 

HERE is where things start getting tricky. Not 
content with suspending you several hundred 
feet in the air, you can also get eaten by the 
heads if you get too close. So watch your step. 

From the start, duck under the first head and 
fire at the oncoming bird. Jump up on a tongue 
and move right. Fall down onto the blocks 
below and duck under the treasure chest. Jump 
left onto the tongue and then right onto the 
next. Duck right away to avoid the spikes and 
fall down onto the blocks. Jump from block to 
block (some gaps.are bigger than others) and up 
onto the next tongue, ducking under the spikes. 
Go down to the tongue below and then jump 
Tight, and you've finished. 

As soon as you've done all that, you've then 
got to fight the end-of-level boss. Mistral 
Winds is its name and electricity is its game. 
The hit point you must aim for is the eye in the 
middle. Run left and right and it'll follow you in 
a circular pattern. Aim for the eye, but avoid it 
when the electricity starts bursting out. 





LEVEL FIVE 
THIS IS THE LAST LEVEL and it’s here that a 
big, nasty surprise is waiting for you. 

Work your way through the level and when 
you see the big beast, fire at its head. This 
isn't the end-of-level baddie — it should be, but 
it isn’t. Continue and you'll come up against 
two more. These aren't the end-of-level 
guardians either. Keep going and eventually 
you'll come to a swarm of bees. This is the 
end-of-level boss. 

Fire at the head or the sting of the bee hoss 
and follow it around as it moves. When you 
have finally killed it the nasty surprise is 
waiting for you: you are told that to reach 
Loki you need the special weapon. And 
guess what — you're sent all the way back to 
the start of level one. Aaargh!! 


LEVEL FOUR 

AFTER ALL THAT STRUGGLE through level three, 
you've then got to deal with an adventure 
through the Crystal Forest. Drop down through 
the blue floors till you reach the green lily pad. 
Jump on it and take it down to the second pad 
then jump left. Repeat one more time then take 
the pad down until you see the lily pad on the 
Tight, jump right and continue right rapidly until 
you reach the Lava Queen. 

Ideally you should have the Firewater 
weapon and aim for the pulsating lava out- 
growths in the middle of the queen. Stay left of 
the queen and shoot the circles in the middle 
when they come out. Move over to the right and 
repeat the procedure. Now go to the center and 
shoot down. It takes about 40 shots to kill the 
queen, so just repeat the process from the top 
until she finally gives up. 
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Arthurs you"ve done well so 
far, mut you will not ne 
arte to aefeat Roki who's 
hehind the door- 
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You need to work your way back through to 
level five and to be wearing the magic armor. 
When you open a weapon chest this time 
around you'll see the princess appear. After a 
while she'll disappear and in her place a 
new, special weapon will appear. The special 
weapon is the Psycho Cannon. 


Work your way through and you'll eventually 
meet up with the evil Loki. 


Ghostly 
cheats 


Sometimes getting through Ghouls ‘n’ Ghosts 
gets real tough. So if you can’t get past a 
certain level then a level select is 
always welcome ... 


Press the A button 16 times on the title 
screen and then press up, down, left and 
right and you should hear a chime. Depending 
on which direction you then press the D-pad, 
you'll start at a different level. 


Follow this list and pick your level: 


Up, A and start to go to level two 
Down, A and start to go to level three 
Left, A and start to go to level four 
Right, A and start to go to level five 
Right, down, A and start to go to Loki 


If you want to fight through each level but 
want to be invincible then press the A button 
four times then up, down, left and right. 
Now press button B, then press start. 


This is the man you're after. Watch for the feet 
as he tries to stomp on you, and for the laser 
that fires from his head and his hands. Stand in 
the middle of the screen and fire a few shots at 
his head, then move away to draw his fire. 
Move back and keep firing, and your quest will 
he over pretty soon. 





ACTION 


> = The best chop-'em-up there is 
gets better. Take the original 
Golden Axe, add totally awesome 
graphics, a slightly tougher 
challenge and out-of-this-world 
magic effects. Mix them all 
together and you get Golden 

Axe Il — a classic. 













uestion: Send a boy to do a man’s job and what do you get? Answer: The job left half finished and an evil monster out for 
revenge. After defeating Dark Guld the first time you thought you'd finished him off ... Sorry, you didn't. He's back, he’s 
angry and he's been pumping iron. Bigger, badder and with more (even nastier!) followers for you to deal with, this 
mission's going to be real tough. Choose your character and strive to get through seven levels of mutant infested danger. 
From a ravaged village to Dark Guld’s chamber, encountering minotaurs and headless knights (not forgetting the Amazon woman 
Tyris-Flare, Ax-Battler and Gilius Thunderhead the dwar) if there's one thing you can be sure of it’s that your mission will be tough. 
But learn to use your magic well and the gods may shine help on you. Good luck! 














A bezginner’s Suide to top-grade weapon-waving 





TYRIS-FLARE (AMAZON WOMAN) 
1 Flying Kick 
Press either left or right twice in quick succession, and then press the attack 
button. This will send Tyris flying over half the screen legs first into some 
unlucky mutant. Highly effective if you don't want to get too close. 
2 Somersault kick 
Pressing attack (B) + jump (C) at the same time makes Tyris do a standing 
somersault, and while in mid air she'll kick the guy she was facing. Ouch! 
3 Double jump slash 
If you really want to cause some harm then this is always good for laughs. 
Take a run and then jump to fly. Keep tapping the attack button as you come 
down to inflict some serious damage. 








AX-BATTLER (BARBARIAN) 

1 Shoulder barge 

Same technique as Tyris-Flare in that you press attack while running. Ax will 
fly, shoulder first, into the oncoming opponent. 
2 Double double slash 
Stuck? This'll get you moving no problem. Standing still, press B + C simul- 
taneously and Ax will double slash the attacker in front and then turn, jump 
and slash downward on the person behind. Nasty! 
3 Big attack 

This is useful against skeletons as they can only take a few hits of this mag- 
nitude. Run, then jump and continually press attack for a devastating display 

of how to make skeletal kebab. 
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(variable through options menu) 















It is possible (just) to complete the whole of Golden Axe Il using just the basic combat moves. But the real trick for getting along in Golden Axe Il is to learn all the 
special moves for each character and when best to use them. All of them involve making intricate joypad moves and crazy button pressing — here's how it's done. 





GILIUS THUNDERHEAD (DWARF) 
1 Head butt 
He's small but no way is he a walkover — his head butt will knock you into 
the middle of next week. Run and press B, and watch Gilius (silly name, but 
I'm not going to tell him) lay out everything in his path. 
2 Spinning ax kick 
Another devastating special move and great fun to watch as well. Try it when 
you've got two guys coming at you from both sides. Stand and wait until 
they're in range. Press attack + jump simultaneously and Gilius plants his ax 
in the ground and does a 360 around it, introducing the bad 
guys to his shoe leather. 
3 Little big attack 
The ax is the most powerful weapon and with a lot of momentum behind it 
it's more deadly. Run and jump, and again keep hacking away 
as you fall to earth. 













Up/down/left/right 
movement guides your 
chosen character 
around the 
levels 


Pauses game 


Jump! 
Attack! Swing 
that weapon! 


Magic. The longer you hold A 
down, the more potion you use 
up and the more powerful the 
spell is 


















Watch out at the end of the level! 


The end-of-level bad guys in Golden Axe II get meaner and tougher as you progress, but 


each bad guy has a weak spot. Find out where they are and how to beat them 


Boss one 

The minotaur 

GET RID of the soldiers and then draw the 
minotaur toward you. Perform a jumping slash 
using buttons B and C and move away. Keep 
tepeating this and he'll eventually perish. Use 
the dragon if you can! 


Boss four 

Two minotaurs 

KILL THE TWO LIZARDS first (because the 
minotaurs won't move) then use the same 
jumping-slash move-away technique as you did 
for the single minotaur. 


Boss two 

Headless knight 

USE YOUR MAGIC to kill the skeletons and then 
use the same tactics as you did for the 
minotaur, repeatedly performing a jumping slash 
and moving away until the headless knight has 
lost more than just his head. 


Boss five 

Two headless knights 

USE YOUR MAGIC right away using button A 
and then alternate your attack between the two 
knights. The jumping-slash attack works best on 
this gruesome pair. 


Boss three 

The four lizards 

RESEMBLING the Teenage Mutant Ninja Turtles 
are four lizards you stumble across as you walk 
into the dragon's throat. Watch your back and 
you should be fine (as long as you keep hacking 
and slashing of course). 


Boss six 

Single headless knight 

USE YOUR MAGIC against the three lizards and 
then kill them with your chopper. Then turn your 
attention to the headless knight and give him 
the jumping-slash treatment. 


Goiden Axe 
cheats 


Want 200 units of magic? No problem. Use the following guide and you'll be set up for the rest of the game. 


Boss seven - 

Dark Guild 

THE DARK GULD is seriously tough. Dodge the 
fireballs that contain skeletons and attack 
him. Then attack the skeletons and alternate 
between the two. It takes time, but persevere 
and you'll get the knack of it. 


Skipping 
stazZes 


After the opening press A, B, and C and 
press start. Move the cursor to option, keep 
holding A and hit B and C. Move to exit, 
and keep holding A and hit B and C until 
you get to character select. Hold 
A + up and press B and C one 
last time. Now choose your 
starting level! 


x 


Don't try to use any more than the standard maximum amount, or your game will crash out. 
But apart from this small restriction you're free to sling as much magic around as you want. 


WORK YOUR WAY through to the first boss and 
hold down the magic button. Keep it held down 
until you've killed him. 


WHEN YOU START the new level you'll use , 
your magic once again. 


WHEN THE SCENE CHANGES to the overnight 
camp, let go of the magic button and don’t press 
anything else. 


AFTER YOU'VE USED IT, your magic bar will 
show 20 units. Plenty for the rest of the game! 





SHOOTING 


As Wor the winged warrior, 
you have to take to the skies 
(and seas) to fight off the evil 
virus that has taken over your 
home planet Icuus. 














tain't really a thinking person's game this. It's a frantic blast over six |-o-0-0-n-g levels. If you lose concentration for even a 
moment, you're doomed — so don’t! Trouble is, there’s no way you can keep going for this long without making mistakes. So 
use the level-select cheat that follows and practice each level individually before trying to take on the game as a whole. Right, 

now all you need to know about are the bosses, so let's roll . 


Flying® through the levels gee 


Your guide to taking on the big bad guys at the end of each level. 



















LEVEL ONE 

oe A FEARSOME-LOOKING contraption, laughably 
easy to destroy. Just position yourself in line 

with the head and keep firing. Whenever the 

enemy's shots get close, avoid them. Then go 

for the head again. It only takes a small number 

of hits to destroy it. 












LEVEL TWO 







Perri 
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FIRST OFF SHOOT the figurehead on this ship 
while avoiding any shots it fires at you. 
Eventually the ship will rise up, revealing a 
giant head beneath (see — it wasn't a ship 
after all). Next shoot the head, again while 
avoiding all enemy fire. 















° Up/down/left/right 
movement takes your 





LEVEL THREE 








POSITION YOURSELF so that the enemy's fire 
doesn’t get you. Then, when there's a gap and 
the boss's mouth opens, swoop down and fire 
into it. When the mouth closes again, get to a 
safe position. Repeat until the boss is dead. 















© Selects one of the available © Fires your gun 
special weapons 






Fires the currently-selected special weapon 
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LEVEL FOUR 


—s 


THIS IS POSSIBLY the hardest of the bosses to 
destroy. Not only does this gruesome guy fire 
barrages of small red disks at you, but you can 
only get hits on him by shooting his heart. 
Where's his heart? Well the majority of the 
time it's behind him, but then occasionally it 
shoots across the screen toward you. Then, and 
only then, can you get some hits on him. Watch 
out, though, because if you're too far to the 
right, contact with the heart itself can also kill 
you. Because of the intensity of this boss's fire- 
power, try to obtain a shield by the time you 
reach this part of the game — and use it. 


5) LEVEL FIVE 


A 4 ds J 
AS WITH MOST of the guardians, the only thing 
to remember is to keep an eye on what is being 
fired at you. If you do this and in the meantime 
keep firing, you'll eventually get the pleasure of 
seeing him explode. 


TURTLE 

AVOID THE ENEMY’S shots then, when it lifts 
its head up, shoot it in the neck. Simple! Oh, 
except that you have to do it a whole lot of 
times before it dies. 
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FINAL LEVEL 

a UH OH, WHAT'S THIS? Just when you think you've finished Gynoug, you enter a special sixth and 
final level. Problem is, this level doesn't contain any regular foes. What happens is that you have 
to face each of the bosses and mid-level bosses in turn, all over again. It seems pretty cruel after 





coming all this way, but fortunately between bosses there are plenty of power-ups for you to col- 
lect. Once you've defeated all the bosses that you encountered before, you get to meet this very 
final boss. And yes, once again, it’s a case of avoiding the firepower and shooting at his belly. 
But not only are his bullets larger the previous bullets, but you have to shoot him in a very pre- 
cise place in his rib-cage. And guess what? Yep, the balls he fires at you come out of the exact 
spot you have to shoot at. This makes it real easy to get hit. There's no advice for guaranteed 
success, except persevere. You will occasionally get hits on him and he will eventually die. It's 
better to take your time and avoid his fire rather than go all-out to get a lot of hits on him quickly. 





Gynougs cheat! 


Go into the options menu and move the pointer to the control option. Press and hold 
button A for around ten seconds and a level select will appear. 
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There are also mid-level guardians in the game. Some are killed after only a few hits, 
but others are a little more tricky. These bosses are likely to cause you grief: 


SNAKE 

PRETTY TOUGH THIS ONE. You can only destroy 
this snakey beast by hitting its head. The first 
few hits are no problem, but then it starts 
weaving on and off screen at great speed. Stay 
near the center of the screen so that when it 
reappears you have plenty of time to avoid it. 


SITTING MAN 

CONCENTRATE on avoiding all the bits and 
pieces of debris that come flying from this guy. 
Then, when you can, fire away at his chest. 
Pretty easy, huh? 


CONTRAPTION 
YOU NEED TO HIT the very front of this thing to 
kill it. What's more, you need also to avoid 


firepower from several different sources (like 
the heads, for instance). 

Sorry dudes and dudettes, but there are no 
teal helpful tactics for this particular part 
of the game. Just take some general advice 
and stay alert and pray. Oh yeah, and one 
more thing — practice. 


SEGA <— 


HELLFIRE 


The best shoot ‘em up Sega has on offer proves that you don’t need amazing graphics or sound to 
make a great game when you've got fab gameplay. 






he plot's the usual routine: save the world from an evil tyrant and all that. But really you don’t care about scenarios, do you? 
Here are the hard facts. Hellfire sees you racing through six extremely tough levels of adrenalin-pumping action against a 
whole lot of different aliens. And as per the usual pattern, the further you get in the game the tougher the bad guys are who 
are trying to stop you. 
Using only your expert skills (and the four-way shooting power of your ship of course) you need to defeat everything and then prepare for 
the end-of-level baddie. It’s just you, your ship and your Hellfire against all that the alien scum can chuck at you ... 


Helis Bellis! 


Although Hellfire breaks nothing new in the concept of end-of-level baddies, it makes 
things a helluva lot tougher by occasionally including middle-level bosses. So instead 
of a level-by-level guide, this one includes the other mid-level bad guys as well. 





















LEVEL ONE: TWO BOSSES 
HALFWAY THROUGH and things are already 
getting tough. But by now you should be used to 
switching your direction of fire and the first big 
guy shouldn't be too much of a problem. 

To start with, fire ahead and destroy the first 
eye. Now select up-and-down firepower and fly 
around him shooting his upper and lower eyes. 

Next concentrate on the back one using your 
backward fire. Alternatively, you can finish 
things off with your Hellfire weapon aimed at 
the red eye — no problem. 

The end-of-level boss is a bit tougher. You'll 
need to he pretty fast to finish him off. Work 
your way around the ship, destroying the gun 
turrets as you go. 

When that's done fire at the orb using all 
your different directional fire. But take too long 
and it'll start firing at you — so don’t rest on 
your laurels. 
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Helifire cheats 










Whoever invented continues obviously had Hellfire in mind. It's very tough and unless you're incredibly skilful with awesome reflexes, 
you're gonna need some extra ones — is 99 plenty enough? 





Go to the options screen and select HARD level. Now go to the sound select and play any track for 70 seconds. The game will eventually start automatically 
and it should say “YEA RIGHT” instead of “HARD”. This indicates that the cheat’s worked and you're prepared for what lies ahead. 









LEVEL TWO 
DEFINITELY SOME Egyptian influence coming 
through on this level and that includes the 
single end-of-level bad guy. 

Start by standing directly above the bad guy 
and fire down at the red orb. When the casket 
lid comes off fly around it and get under it and 
fire at the orb. As it comes back into position, 
fly to the left edge of the screen and wait for it 
to come off again. Now fire right ahead at the 
orb and you will soon destroy it. 


LEVEL THREE 

GET THIS FAR AND YOU'RE DOING WELL, but 
now things are getting real tough. This level 
has two middle-level bosses and a big mother 
at the end as well. The first two are very simi- 
lar and follow right after each other, but need to 
be taken in different ways. 

With the first one, learning the pattern is all 
important. Fire at the ball in the center and then 
fall to the lower-middle of the screen and fire 
upward. Dodge the bullets and move hack to the 
left side of the screen, firing all the time. Fire 
fast enough and on target and this shouldn't 
take too long. 








The next mid-boss is effectively three in one, 
so deal with one at a time. Follow the same 
pattern as for the first one but change your shot 
direction quickly or they'll get you. 
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The end-of-level boss is a bit tough because it 
fires so many bullets at you. If you've got 
enough Hellfires, use a couple as they also 
wipe out every bullet on screen. Fire right 
ahead all the time and just beat him out. 











™ LEVEL FOUR 

) WHEN THE FOUR HEADS APPEAR, shoot very 
fapidly at the head on the lower left. You 
should be able to take this out before they all 
split up. Now stay in the center of the screen 
firing right ahead (watching out for the spitball 
when one of the heads becomes level with 
you). Keep up the pattern and you'll get through 
... eventually. 


LEVEL FIVE 














































LEARN THE ROUTE through level five as it definitely helps if you are well powered up when you 
come across the end-of-level bad guy. To upset you even more, the game doesn't scroll horizontal - 
ly, it moves vertically downward. Not only that, you also have to fly through a small gap. The first 
gap is on the left side and as soon as you go through it, a ship appears, firing at you. Quickly fire 


any left) to speed up the whole process. 


LEVEL SIX 

ALTHOUGH this method sounds easy. imple- 
menting these tactics is tough. You need to hit 
the head at the top of the ship, when the 
shields are down. Or you can fly above it and 
shoot downward. Keep blasting away and avoid 
the lasers. It all depends on quick reflexes and 
sharp shooting. You know what to do, so go 
do it! 





e Moves your ship around 
the screen | 

| 
z 


Fires in the selected direction 


Selects the direction to fire in (up, down, 
right ahead, behind, and four-way diagonal) 


tight ahead and it shouldn't cause too much of a problem. Then move over to the right side and fire 
behind you. Move back over to the left and prepare to meet the mega-tough boss. Fire as before 
right ahead, dodging the lasers. It also might be worthwhile using a couple of Hellfires (if you have 

















Pauses game 


Fires your 
special Hellfire 
weapon right 
ahead of you. 
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JAMES POND 


Britain's top underwater agent — the man with the golden crispy coating — confronts his evil arch 
enemy the evil Doctor Maybe for the first time in this fishy tale of pollution under the seas. 


ricky game this. Many of the levels in this game have several exits. Each of these exits will lead to a different level, so you 
may find, for example, that you travel directly from level two to level four. It doesn’t matter that you complete the missions 
out of sequence, though, so long as you finish them all in the end. 

The thing is, you'll also find that you go back to levels that you've already completed. Don’t worry, you won't have to do 
them again. All that happens is, you appear from your pipe and immediately get chased by some fishy-looking guy who looks like a gang- 
ster and also cannot be harmed by your bubbles. Run away from him as fast as you can and find the exit pipe to escape. If you choose the 
correct exit you'll wind up on an unfinished level, but occasionally you'll have to travel through several already- -finished levels. Try to 
remember which exit pipes you've been through before and choose a different one. 
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Here’s your guide to each of the 12 levels . 


LIBERATING LOBSTERS 


DO YOU REALLY NEED any help with level one? 
Maybe not. But one thing you might like to do is 
take the time to liberate all the lobsters. You 
don’t have to get all of them to open the exit 
but you might as well, because the time limit is 
very friendly at this stage of the game. 


RESCUING PINK FISH 

AGAIN, LEVEL TWO IS PRETTY straight- 
forward, but this is as good a time as any to 
tell you about the mushrooms that will appear 
throughout the rest of the game. These act as 
teleport devices, so it's a good idea to try 
them out wherever possible. Once you find a 
mushroom that provides a short cut to and 
from useful points in the level, use it. It'll 
save you losing a lot of energy, especially on 
the later levels when things start getting a 
little frantic. 

Other than that, merely touch the pink fish to 
get their full attention then gradually guide 
them back to the entrance pipe. Don't move too 
fast or you'll lose them. 


BLASTING OIL RIGS 

TO PREVENT THIS OIL RIG leaking oil into the 
ocean you need to blow it up. You do this by 
collecting sticks of dynamite and dropping them 
at the base of the legs of the oil rig. There are 
two legs but you can drop them all next to only 
one of them if you want. 


GETTING GOLD BARS 
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THINGS START to get a little trickier here. Not 
because the mission is any more involved but 
because the layout of level four is more com- 
plex. This is where the use of the teleport 
mushrooms comes into its own. 

Another point to remember with this and any 
subsequent levels is that the maze-like route 
through the level can get very confusing. 
Instead of crazily thrashing through the screens 
looking for the next item to pick up (in this 
case, gold bars) try to explore the level sequen- 
tially. Explore each area thoroughly before 
moving onto the next screen — otherwise you 
won't be able to remember where you've been 
or what you've picked up. 


WASTE THOSE TOUGH GUYS 
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OBVIOUSLY IT'S THE TOUGH GUYS on the beach 
who have been polluting your waters, so why 
not have some revenge? On level five you have 
to get the canisters of toxic waste, leap out of 
the water onto the beach and kill the tough 
guys. Do this by letting them walk into the 
canisters, once you've dropped ‘em. No 
problem, but because of the awkward control 
method in the game, you'll find that by the time 
you've actually managed to drop a canister, 
a bad guy will have touched you and energy 
will be lost (because the tough guys tend to 
home in on you). 

A way to avoid this is to swim beneath the 
beach where the tough guy is walking. He'll 
still follow your movements, so lure him to 
the other end of the beach then quickly swim 
hack around, leap onto the sand and drop the 
canister before the enemy has time to get back 
to you. Simple! 
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BAGGING THE SWAG 
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THE SPOILS of the smuggler's trade have been 
hidden in little bags all along the sea bed. Pick 
‘em up and, once again, just like in level five, 
you need to drop these next to the tough guys 
on the beach. Use the method described in level 
five to lure them out of your way before you 
drop the bags. 


RESCUING SEALS 


ANOTHER RESCUE MISSION, but this time it's a 
little different in that the little guys (the seals) 
you have to take back to the entrance pipe are 
on dry land. If you go bouncing around all over 
the place you'll just keep falling hack down into 
the water. Take your time and edge toward the 
lip of a platform using left and right only. James 
will just perform little hops at this stage. It's 
only when you push diagonally up that he'll do 
a massive leap. Take your time and you should 
have no problem. 


PLUG THOSE LEAKS 
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THIS SHOULD have been an earlier level really 
because it's one of the easiest. There are two 
tankers which are leaking oil from several holes 
in their hulls. You have to collect sponges to 
plug the holes. So what's the advice? Just do it. 


FLOWER POWER 
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A COMPLICATED LEVEL, this. Not only are the 
orchids scattered widely throughout a very 
complex level, you also cannot just drop all the 
orchids next to one tree (unlike the dynamite- 
dropping mission in level three). Keep a track of 
the sections you've explored so that you don’t 
aimlessly swim around searching for orchids in 
a place you've already cleared. More important- 
ly, keep tabs on which trees you've already 
planted orchids next to — otherwise things get 
mighty confusing. 


ATLANTIS HERE | COME 


HOLD IT, things are all getting rather repetitive 
now, aren't they? The thing with this game is 
that many of the missions involve variations on 
the same method to solve them. The only rea- 
son it gets more difficult is that more enemies 
appear and the levels get more complex. As 
with previous missions, use the teleport mush- 
tooms wherever possible and keep close tabs on 
where you've been. 


RESCUING MERMAIDS 
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FIND THE COMBS and use them to lure the 
mermaids to the entrance pipe. It seems at first 
that they're trapped in the various caves 
because the helpless young ladies can't leap 
out onto dry land like you. But you'll discover 
that they can move through rocks. So once 
you've caught their attention, simply make your 
way back to he entrance and they'll follow you 
no matter what gets in their way. Watch out for 
the mad professors, they can’t be bubbled to 
death like the other enemies in the game. 


THE FINAL CHALLENGE 
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MORE OF THE SAME. Collect ten organic pears 
and take them back to home base before the 
baddies get hold of you. The same tips apply as 
before. Things are pretty hectic now, so if 
you're not up to the challenge by now, no 
amount of tips will help you ... Good luck! 
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Up/down/left/right movement 


moves James around the 
screen and makes 

him jump on 

dry land 


Fishy Cheats 


Blows bubbles and enables Blows bubbles 


Collect all the letters in the secret bonus rooms to spell out James to pick up objects 


JAMES POND and you'll get a 10,000,000-point bonus. Lets James jump 


diagonally 
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JAMES POND II 


CODENAMED ROBOCOD 


There’s something fishy going on so James Pond (the underwater agent with the stiff upper flipper) 
returns to take on the evil Dr. Maybe. 


assive. That's the only word to describe this game. So it’s strange that there are only five guardians. Most of the game 
involves finding the correct way through each of the levels. Some can be pretty complex and you're likely to be doing a lot of 
aimless wandering and getting lost. Just keep careful track of where you've been, exploring all the possibilities as you go, 
then if you hit a dead end, you can easily double back. The other challenge comes from skillful leaping. Because Pond suffers 
from a little bit of inertia, it’s often all too easy to slip off the edge of a platform. This is especially annoying on the vertical scrolling 
sections. Getting almost to the top of a huge level only to slide off a small platform and plummet all the way to the bottom again is not easy 
on the patience. Always progress slowly, taking care to get the jumps right. Other than that, it’s just a case of persevering. It'll be a long 
hard mission, but after several hours, you'll crack it. Especially if you take note of these boss-beating tips. 


BATTLING WITH THE BIZARRE BOSSES 


These guys are seriously strange — the programers who devised this game must have 
some extraordinarily strange dreams. Unfortunately, though, their wacky nature makes 
them no less tough to beat. 


THE BEAR 


THE CAR 





AN ENORMOUS BEAR WITH SPIKES ON HIS BUTT. It’s pretty scary when you 
first see this guy, but he’s actually rather easy to beat. Just use the platforms 
on either side to launch yourself from, and jump directly onto the middle of his 
head. When you're at the bottom of the screen, wait until his spikes appear at 
the top of the screen so that you know where he’s going to drop. Move to one 
side to avoid him and then, and only then, leap up and get him. 


THIS IS AN ENORMOUS CAR WHICH SPITS OUT BABY CARS. There are only 
ever two baby cars on screen at once, so don't keep destroying them or the 
big car will spit out replacements. So what? Well, when he spits them they 
fly through the air for a while, and are far harder to avoid than if the cars 
were already on the floor. Avoid the mini cars and bounce the big guy on the 
head (or roof rather). He looks a bit tall, but if you position yourself carefully, 
jumping up onto him will be no problem. 








THE QUEEN OF HEARTS 

USE THE PLATFORMS AT THE SIDES to perform 
your leaps of doom. Use the top two on the left 
and you should have almost no difficulty in 
getting a hit on her every time she does a fly 
past. Also, by staying on the platforms you 
need never have to worry about the deadly 
playing cards that she drops. 


TWO LARGE LADIES 

THESE TWO ENORMOUSLY FAT WOMEN are 
teal tough. What's worse is that you have two 
Robocods to control, both of which move in 
opposite directions. Concentrate on the Robocod 
that moves correctly in relation to your joypad 
presses. It doesn't matter if you completely 
ignore the other Robocod because he simply 
mirrors your every move. Avoid the fat ladies 
until they group closely together in the middle 
of the screen. Jump on their heads, then just as 
they're about to stop flashing do it again. If you 
keep hitting them time after time like this, and 
your timing is right, they won't get a chance to 
jump away and they'll be gone in no time at all. 
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THE SNOWMAN 


KILL OFF THE MINI-SNOWMAN FIRST. When the big guy drops his head down to your level, jump on 
it to launch yourself up on to the platform. Then, while the snowman is still headless, jump on his 
body. Just before he regrows his head, leap back down to ground level. Repeat this process until he 
dies, He takes quite a lot of hits, but persevere and you'll get to the end sequence. 


° LEVEL SELECT 

ON THE TITLE SCREEN, hold the joypad down 
and left while holding A and C at the same 
time. Keeping all these presses, now hit start 
and the screen will go black and a tune will 
play. Let go of everything and you'll enter an 
options menu with level select. 


¢ INVINCIBILITY 


ONCE INTO THE GAME, go directly up to the top 
left of the castle near where you start. You'll 
find a collection of objects which are a cake, a 
hammer, a small model of the earth, an apple 
and a tap. If you notice, the first letters of all 
these things spell the word “CHEAT", so if you 
collect the objects in that order you'll become 
invincible for ten minutes. 


Left/right movement: James 
scuttles left or right 

Down movement: 

James crouches, 


James’ robo-suit extends 
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¢ EXIT CHEAT 

ONCE YOU'VE ENTERED the invincibility cheat, 
go through a door into a level and try this: if 
you pause the game, press A four times, then 
un-pause the game, you'll find you are trans- 
ported directly to the exit. What's more, the 
exit post will be flashing even though you 
haven't collected all the penguins. 


° INFINITE LIVES 


THIS CHEAT IS ALONG SIMILAR LINES. When 
you reach the sports level, cross over two sets 
of spikes to find a large tennis ball. There are 
some items here which you must collect in the 
following order: lips, ice-cream, violin, earth, 
snowman. Yep, you've guessed it, it spells out 
“LIVES” and gives you an infinite supply of ‘em. 


Pauses game 


James jumps 





SPORT 


JOE MONTANA 2 
Sports Talk Football 


An American Football game that talks to you? O.K., so it may just he a novelty but you have 
to admit, it's a pretty good idea. And then the game's pretty good, too ... 













The right password can get you to the final without having to go through the process of The teams 































































: qualifying officially. All the hard work's been done for you: here are the codes, to pic kK ,a fale! 
i Your team Championship game Sega Bow! final the teams 
San Francisco ZABSSEBLII (vs. NY) ZABTSEBPII (vs. BUFF) = 
Rew Los Angeles (A) © MABS54IDIA (vs. BUFF) MABTSAIHIA (vs. NY) to avoid 
0 Philadelphia UX3S541HIA (vs. NY) re (vs. KC) eee ante to 
Los Angeles (N) | NAASAXXXKA (vs. NY) NAATAXXXKA (vs. Miami) 
0 a HPOSPVPCIE (vs. NY)  _HPOTPVPGIE (vs. $ Diego) Jaan dai@aErivs you cant. 
fielding weaker teams, but for 
Alternatively, make your own codes using the following formula: novices it’s probably best to play 
8 (team) 00(stage)XXXXAX great teams against poor teams. 
c 
(jy TEAMS Good teams 
Fei A — Atlanta vs. Buffalo 0 — Miami vs. New York Giants 
¢ B — Buffalo vs. New York Giants P — Minnesota vs. Cincinnati 
C —Chicago vs. Los Angeles Raiders Q — New Orleans vs. Buffalo 
) D — Cincinnati vs. New York Giants R — New England vs. New York Giants 
> E— Cleveland vs. New York Giants S — New York Giants vs. Cincinnati 
F — Dallas vs. Los Angeles Raiders T — New York Jets vs. New York Giants 
G — Denver vs. New York Giants U — Philadelphia vs. Kansas City 
) H — Detroit vs. Cincinnati V — Phoenix vs. Cincinnati 
6 | — Green Bay vs. Cincinnati W — Pittsburgh vs. New York Giants 
my / — Indianapolis vs. New York Giants X — San Diego vs. New York Giants 
K — Kansas City vs. New York Giants Y — Seattle vs. New York Giants 
L — Houston vs. New York Giants Z— San Francisco vs. Seattle 






M —Los Angeles Raiders vs. New York Giants © 0 — Tampa Bay vs. LA Raiders 
N—Los Angeles Rams vs. Los Angeles Raiders 1 — Washington vs. Cincinnati 














PLAYOFFS STAGE 


















B— Week 1 L—Week 11 

C — Week 2 M — Week 12 

D — Week 3 N — Week 13 

E—Week 4 0— Week 14 

F—Week 5 P — Week 15 

G— Week 6 Q— Week 16 

H — Week 7 R — Playoff round 1 f Ai } 

| — Week 8 S — Playoff round 2 in [ | 
J— Week 9 T— Sega Bowl 
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he only serious rival to the John Madden Football twins, Joe 
Montana Football adopts a different perspective on the game that 
some say is the world’s most exciting sport. The side-on view of 
the pitch makes controling players and gauging throws more 
difficult, but it has the advantage of being the same angle used by most T.V. 
coverage, hence adding to the sense of realism. Another graphical feature in 
Joe Montana's favor is the way the “game camera” zooms in on key players at 


O.K., so you’ve picked yourself a 
rootin’ tootin’ team of jocks and 
you’re up against a bunch of nancy 
boys. But that doesn’t mean that 
a victory is automatic. You'll still 
have to call the plays and battle it 
out on the gridiron. But which 














strategic moments 
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e Up/down/left/right movement 
enables you to scroll through 
divisions and teams 
and select 
formations 
and plays on 
the options 
screen 

© Moves the player 

you control during 

a game 

Sets the direction of 

the ball during a kick off, 

punt or field goal attempt 




















Highlights menu settings 

© Selects Superstars on the 
Dream Team roster 

* Operates the kick meter 
during play 













Flips between the pages of 
the Dream Team roster 

° Enables a player to either 

dive or jump during play 


* Calls audibles 
before a play 
© Selects a receiver 

° Breaks a tackle 

° Switches your 
control to the 
nearest available 
defender to the ball 
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Receiving kicks 

and punts 

LET YOUR CONSOLE DO THE WORK FOR YOU. 
If you leave the joypad alone the return man 
will automatically run the play you selected. 
Then if it looks like he's going to get hit, use 
the pad to take over control of him. 

© During a punt, when the ball is in the air, 
press button B to select an upman which you 
can then use to block the guys who are coming 
in to get your return man. 










With the basic plays covered, here’s how to put 
I teams to best use. 


Kickoffs 
© WHEN YOU KICK OFF, select a player near 
the sideline with button C. Kick toward the 
sideline, then push the joypad in the direction 
of the ball. The selected player will then rush 
ahead of the other players and get down 
the field much faster. 


Onside kicks 

© TO KICK AN ONSIDE KICK select any play, 
then select a player near the sideline. Press the 
joypad up or down toward the player you 
selected. Press button A and allow the kicking 
gauge to go up then back to the first bar, then 
press A again. When the receiving circle 
appears below a receiver, move the player you 
selected toward it and dive for it. 
















plays work best? 





OFFENSE 


Running plays 

WHEN YOU HIKE THE BALL, pull down on the joypad as if 
you're going to pass. Just before your runner turns to go up 
the field, press and hold button A to do a wide pitch-out. 


Passing plays 


Ed 
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AFTER HIKING THE BALL, move back far enough to 
enable you to throw the ball in plenty of time. Press the 
B button to select a receiver who isn’t closely marked. 
When he gets into the open, hold down button A to 
throw the ball. Usually the receiver will be in a position 
to catch the ball, but if not, hit button B and you'll gain 
control of him. Use the pad to move in the direction of 
the ball then press button C to dive for it. If you're not 
traveling fast enough, the receiver will only jump in the 
air and not dive. 


DEFENSE 


[T'S USUALLY BEST TO PLAY a passing formation. 

© It's usually best to be a linebacker or cornerback to 
cover a running play. If you read your opponent wrong 
and you find that you're facing a passing play, leave the 
joypad alone and your man will go back into coverage. 

© Don’t try to blitz without a play being called or the 
quarterback will pass to the area you left open. 

© If a pass gets off, press button B while the ball is in 
the air and a circle should appear around your receiver (if 
it doesn’t appear, keep hitting button B until it does). 
Hold the pad in the direction of the receiver and then 
block the ball by hitting button C. 

If the quarterback tries to scramble, he'll move to the 
side then go up the field. Select the nearest defender by 
pressing button B. Try to dive and tackle him by pressing 
button B before he turns upfield, but you must be going 
fast enough or he'll just jump in the air. 
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JOHN MADDEN 
FOOTBALL 


Pad up, grab your helmet and take to the gridiron for the toughest team sport in the world. The 
teams represented here aren't from the NFL, but they're ace — and it’s your job to take them all the 
way to Super Sunday for a Super Bowl victory. 


Offensive plays: the top five 


These five plays have 
the highest percentage 
chance of gaining you 
some serious yardage. 
Obviously there are a 
number of factors that 
will affect the play’s 
chances of success 
(opposition’s choice of 
defense, relative team 
strengths and weak- 
nesses, and the timing of 
the pass) but months of 
play have singled out 
these five as the nearest 
you’re ever likely to get 
to a sure thing. 


Hands — shotgun — 
deep out 

AN ALL-OR-NOTHING PLAY, but this is the best 
“long bomb” available. Call the snap, call up 
your receiver windows, leave your Q.B. in the 
pocket as long as possible, and then at the last 
minute before getting sacked dodge and throw 
to receiver A. If your opponent predicted a long 
passing play and countered with a dime or nick- 
el coverage, then look for the 0.B. scramble. 


Fast — pro form — 
cross pass 

CALL THE SNAP, pull your 0.8. back a couple of 
steps, wait for a couple of seconds and throw 
the ball left to receiver A (just before he reach- 
es the side of the pitch). As soon as he catches 
the ball, run upward. This is a fantastic play 
that will always get you at least eight yards. 
The beauty is that there's zero danger of the 
pass being intercepted. 


Fast — near — 

H.B. screen 
THIS IS MAYBE THE MOST USEFUL offensive 
formation of all — hence it appears twice in the 
top five. Call the snap, pull the 0.B. back and 
fight a couple of steps and quickly throw the 
ball to receiver C. Now head up right toward 
the side line. Your player will be protected by 
your linebackers enabling him a clear run for 
at least ten yards. 


Fast — pro form — 

down and out 
A BUG IN THE PROGRAM makes this pass 
invincible to all but a handful of defensive 
formations. Call the snap, move your 0.B. hack 
a couple of steps and slightly to the right. Wait 
a couple of seconds and then throw to receiver 
B. He will he in open ground the far side of the 
line of scrimmage and can start sprinting 
toward the end zone. 


Fast — near — 

H.B. screen 
THE SAME LINE-UP, but a completely different 
play. If your opponent gets used to your H.B. 
screen offensive line up working the ball right, 
then try this play every now and again: wait for 
the running back to run to the left, then call the 
snap. Move your 0.8. back and to the left, then 
pass a long ball through a gap in the defense to 
feceiver A. 
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Up/down /left/right WE EBY 


movement guides players 
during the action 

Cycles through 

the different 

play options 


ractice makes perfect — it’s the only way to truly 
master John Madden Football. Some teams have 
unique strengths and weaknesses and these 
should be exploited. But, having said that, there are 
some plays that consistently work better than others, and 
these are the ones you should concentrate on. 

On the other side of the coin, the saying that “defense wins 
Super Bowls” rings true. So check out the top five list of 
defensive formations as well. Master both arts, and a Super Bow! 
winner's medal is almost in your grasp. 
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cheats 
Codes to get you right into the action of the game are: 


Quarterfinals: 0465100 
Semifinals: 0075121 0076310 1111111 3333333 z 
Super Bowl: 0475421 0476314 0633253 0673125 jm > Y=) ¢-1 a tt — ee 7 MY 


If you want to play in snow, enter the code: 5504500 drive-busters 


Dive (in 
offense) 
Tackle (in 
defense) 


Spins out of tackle (in offense) 
Switches control to player nearest 
the ball (in defense) 


Activates passing controls 

(in offense) 

Raises arms to intercept or bat 
S down pass (in defense) 
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Obviously, you have to tailor your defense to match the offensive formations of your opponent. You get an indication of what to expect when your opponent's choice 
of set is displayed on screen, then a bit of inside knowledge will tell you what formation he's elected to play by examining the choice of plays available to him. 
His choice of play is then narrowed to the three displayed when he makes his final choice. 

Never select your defensive formation until the offense is ready to line up. Here are five formations that should keep you well covered. 


Nickel — read — 
bump and run 
SIMPLY THE BEST all-round coverage available. 
If you played this defense alone right the 
way through the game there’s a chance you 
could still come out on top. 


Big — cover — 
safety blitz 
THERE IS NO WAY that an offensive team can 
tun through or pass over this formation provided 
you get your man on the Q.B. quickly and stick 
his arms up. You're weak on the flanks, but 
safe up the middle. 





Nickel — cover — 
full zone 
BASICALLY this is a variation on the bump and 
tun formation; full zone sends a couple of play- 
ers farther back to cover the long bomb. This is 
a great play for stopping any serious offensive 
gain, but it can let small gains through. 


4-3 - cover — 
wide zone 
ABOUT THE ONLY PLAY that can stop the cross 
pass to the left or the half back screen covered 
toss right. Send some guys out wide to protect 
your flanks — just make sure you don’t give the 
O.B. time to throw up the middle. 


Dime — cover — 
deep zone two 
Try landing a long bomb through this formation. 
This is a real great 3rd and long protection 
play. And it's also not bad at all for punt 
recovery if you fear a fake kick. 





FOOTBALL 


JOHN MADDEN ‘92 


The sequel to John Madden Football — a whole new game and a whole new set of plays to get your 
head around. And a whole new set of tips and cheats of course ... 
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Getting to the quarterback is the key to a successful defense. Even if you can’t get the 
sack, hussling the Q.B. into an early or misjudged throw leads to plenty of interception 
chances and incomplete passes. Here are the two best ways of getting to him: 


Through the middle 
Use this move against every offensive forma- 
tion except the Shotgun. 


Dummy from the side 
This is for use against an offensive Shotgun formation. 


TAKE CONTROL of the player shown, and move 
him in between the two closest opponent play- 
ers and as close to the line of scrimmage as you 
can without incurring an offside penalty. 


AS SOON as the 0.B. calls the snap, charge 
through the offensive line and head for the 0.B. 
If you think he’s going to pass, raise your 


THE SHOTGUN offensive formation secures 
against busting straight through the middle. So 
move your player on the far left of the line of 
scrimmage out to the left. 


AS SOON AS the 0.8. calls for the snap, move 
your player forward. The offensive guy nearest 
to him will move left to block his path. 


SO IMMEDIATELY hit button B to swap control 
to the next defensive player along. He will have 
a clear route through to the 0.B. ... 
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SO GO GET HIM! Because in the Shotgun forma- 
tion the 0.8. starts a distance back from the 
line of scrimmage, you'll have further to run. 


But you'll at least be able to bat the ball down. 


0) Get to the Superbowl and you've got at least a 50 percent chance of coming away with a 
victory. Well, that’s the theory anyway. Here are a whole bunch of Superbowl finals to 
get your teeth into. So pick you favourite team, enter the password and go for it. 


DGTZ1M17 Buffalo vs San Francisco 
DWGJLVCM Chigago vs Oakland 
DY9YM8VX _ = San Francisco vs Buffalo 
DNCG6H6TB Philadelphia vs Oakland 
DY93VL51 San Francisco vs New Jersey 
CZSCM6JD Washington vs Buffalo 
CGYXRS8TL New York vs Houston 
DV947JDD Detroit vs Indianapolis 
CDNONPXC Houston vs Philadelphia 
BHYV5BR1 Kansas vs Los Angeles 


AS SOON as you get in range, hit that 0.B. so 
hard you'll knock him into next year's play. 
Many more hits like the one you just gave him 
and he'll have to retire. What a shame ... 
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he changes between this game and the original John Madden Football are i=4fele) ana ar-is 


largely cosmetic. But a few gameplay glitches have been tightened up and = 

the running plays strengthened to create a more evenly balanced offensive Pd fe KI 

play book. Experiment with the new offensive plays, but the “top five” given 

for the original game work just as well here — especially when broken up with the occa- 
sional running play. 

Scrambling the quarterback is not such a realistic option, because injuries are now a 
part of the game. But on the other hand, this change is good news for the defense 
because the importance of sacks increases immeasurably. It's worthwhile practicing the 
art, and we show you how to do it best. 


Due to a bug in the 
programing, blocking 
extra points was 
impossible in the 
original John Madden 
Football. But in John 
Madden Football ’92 
blocking touchdown 
conversions, field goals 
and punts are not only 
possible but essential to 
success if you’re 
playing the top teams. 
Here’s how: 

















On-side kicks 


These are dangerous (the chances are you'll give the opposition about a 40-yard head start for their 
drive) but worth a try if you find yourself trailing by a lot at the end of a match. Obviously, some teams 
are better at on-side kicks than others, but the real trick team are Denver — they can come up with a 
successful on-side kick most times of asking. 






Extra points 

Move the player shown as close to the line of 
scrimmage and in between the two nearest 
offensive players. Then stick your arms up! 

















BEFORE TAKING THE KICK for your team (the TAP BUTTON C once to take the kick (don't hit 
crowd without a doubt anticipating a winning it again) and hold a full right to send the ball 
shot from you) press button A and move the toward your team. If you're lucky, a player 
pack to the right. That wasn’t too bad — now should catch the ball automatically, the screen 
comes the difficult part. direction will flip and you'll be in offense again. 








Guides players during 


the action F 
Cycles through Stand in the place shown. When the 0.B. calls 
the different i the snap, run for it! Once in blocking range, stick 


play options 












Dive Spins out of tackle (in offense) 

(in offense) - Switches control to player nearest 5 

Tackle the ball (in defense) Field goals 

(in defense) Depending on whether your opponent is facing 


Activates passing controls the posts or to one side, get a man ready to 
(in offense) break through the offensive line in between the 


Raises arms to intercept or bat posts and the ball. 
down pass (in defense) 
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PUZZLE 


LEMMINGS 


One of the best puzzle games that really puts your mind to the test, Lemmings could take 
you years to master. But here’s some help to get you ahead ... 


emmings are pretty dumb creatures, but under guidance can perform incredible feats of self-preservation and endurance. 
Yep, no matter how ridiculously difficult each new challenge may appear, there’s always a solution. It's just a matter of 
finding it. There's no way all 180 levels could be explained here, but there is the space to give you all the codes you'll need 
to by-pass levels, and to pass on a few invaluable suggestions. 


Lemmings level passwords 


Having problems with a level? Finding things real easy and want to try something 
pretty tough? Then these are the codes that will enable you to 
skip levels. Just tap in the code on the password screen — 
and you’re there ... 


TRICKY TAXING MAYHEM PRESENT SUNSOFT 
UK US UK US UK US UK US UK US 


FPBMD LPPZM FZBMD XPPWM SOQBMD ROPZM GTRSE BEONR HLDCW VEOOQR 
XMJWF NWHON GDHKP PUHZU HZJSG = XXHON ZXLYG = NIQQZ BVLJY  JOQHS 
DZBJF ZPPLN JLBDF —POPIN SFBKF RTPLN YJDTW PHOZR NPDOZ POOMT 
WXJSG TWHON KHHKP TWHZU QDJTG BHHBP KRLOK VRRAB HRMZB_  VXOQRT 
ZPBLN ROPER BFBGN PRFBR VKBCR DZFOS XRFMJ Z00CX MTFPK JQORX 
SNJVP —PXHJR HMJCB BCIDA KMJMS_ FIHUS DWLPT LTRFF GWMYL BIQOV 
YSBLN  BRPER KTBWO_ LYFLS VYBYR DCFBT CHFKK DSOOX SBFFF ZDOJV 
RRJVP = VXHJR LOQJCB  PEIDA SXJJT — FLHGT NZLDP — TERXC MLMLH = JLOAW 
RDBKF VSPLN YHBVH = NCFTO PNBXJ JGPIP XVDWV ZEONR NBDZW  VIOCS 
KCJTG —BGIIP ZLHXS VGHWW JMJWF TVHEN OZLYG = LJQQZ MPMZB  NYORT 
VSBZH NZFVO CTBRJ —FDFFP TRBMD NRPZH CLOTW DIOZR TFFNB = PSOYT 
NRJKK HGHBP DOHXS JJHWW ROQJWF TYHON NSLOK TSRAB NHMXC VBQEU 
RJBCR PYFOS VMBTR PEPYS RSBLN VQFER BIFMJ XPOCX DFFHF — ROOKV 
KHJMS DHHUS BGHPW ROHGY GVSVP XZHJR HXLPT JURFF XHMRG  IYOBW 
QMBCR PAPPS ONBJM DNFPO WLBCR ZZFOS GJFKK BTOOX FYFDG §=DUOWV 
JLJMS —JHHUS FKHPW FTHGY TKSMS BJHUS XHLHP = VRRYC DMMFL RHOMX 
YZBBJ LVPWO  JFBJD PKPXM  GDBCV HXPWO  XGDBW DLOPR VFDVZ FYOOT 
RYSLK NCHOP KJHLP NORAV VMJJL NEHOP DLLDH = PPOSZ PPMBD THOGU 
XLBYJ ZVPIP MOBFF XKFJN GSBYJ HAPJP CHDXW HOOBS BVDGW ZJOSR 
QKJJL = TCHOP NMHLP BRHAV ORJJL = VBHHN NDLVK XYRCB VWLOX = FTOXR 
TBBBS RUFBT FKBHN  XLFCR PPBSM XTFUO BFFRJ BWOEX  ZYFFG  TLOXV 
MZJKT = PDHHT LRJDB  JWIDA DRSLP ZCHAR HJLTT —NARIF TBMQH LBONX 
SFBBS —BXFBT NYBXQ = TSFMS PDBON XWFGR GTFNK PZOQX GWFWJ JXOHX 
LOJLT = VDHHT PVJDB XYIDA MCJZP  ZFHMR RMLJP  VLRZC ZFMDM —TEQZX 
LOBYJ VYFIP CNBWH VWFTO JSBNF ODBFON BJDBW BHOPR BWFRB  FCOBU 
OPJJK BOHFN DRHYS DBHXW CGJPK NOHDP HMLDH NQQSZ XYLNX — PXHNC 
POBND NHPAN BYBSJ —NXFFP NLBFJ = HKPYO GXDXW FPOBS FODBX RRKUC 
HPJXF = HOHPN HVHYS RDHXW = LKJPK —NRHPP RFLVK VZHCB YRLLY XAMAD 
LGBOM FGPTO YRBVR  NYPYS Sa FGFRJ = ZWCEX JYFTJ = PZKXH 
OFJZN DPHYO LRHSW DXHIY ZNJNT —RSHIT LKLTT —LBRIF CBMFI —DJHPI 





aa Nine Helpful Hints 


There are no strict rules in Lemmings — but you will really have to use your brains to 
get you through. Maybe you hadn’t thought of the techniques here — they could make all 
the difference between your finishing or failing to finish a particular level. 

















USE THE PAUSE button 
between commission- 
ing Lemmings — it 
won't stop you from 
being able to move the cursor around the level 
to see what you have to do next. 


ALWAYS TAKE NOTE of how long you have to ONCE A BLOCKER, always a blocker? Not neces- 
complete a level. Some levels’ challenge rests sarily — by strategically digging diagonally 
solely on asking you to perform a lot of tricky under a blocker you can get blockers to fall. 
commands in a short period of time. They then start walking and join the rest of the 
pack as if nothing had happened. 























GETTING A LEMMING 
WORK OUT EXACTLY how many Lemmings you to walk in the opposite 
can afford to lose. If you have to rescue 80 per- - x Satea in des direction to which it's 
cent of 80 lemmings, that means you can afford Ee SSeS heading is often the 
to lose only 16Lemmings — this knowledge will \ key to a whole level. Try getting it to dig verti- 
help you plan your tactics for the escape ahead. cally downward and then turning it into a 
builder after a couple of scoops. 























DONT FORGET to 
increase the fall rate of 
Lemmings when you're 














EACH BUILDER PLACES 12 blocks per build — a up against a strict time limit and then slow oo ¢ 
useful fact for working out when a builder them down if you have to. pick out Lemmings 
needs to be re-commissioned. for specific tasks. 
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Up/down/left/right 
movement guides your 
cross-hair around 
the level 


Pauses game 












IF A GAP needs to be 
bridged and it's a 
little more than two 
bridges in width, 

* oy then wait a fraction 
bey Tt Se of a second after a 
builder has shrugged his shoulders at the end of 
the first build before re-clicking on him to start 
building again. That way he'll walk a couple of 
steps toward his goal, and this could make all 
the difference between success and failure. 





























When held with the joypad, 

scrolls the screen 

When held down with the 

joypad, scrolls through the 

control options at the bottom 

of the screen 

Activates the Lemming beneath 
the cross-hair with the ability 
selected at the base of the screen 
Pressing A, B and C simultaneously 
aborts the level and returns you 

to the level intro screen 







YOU CAN OCCASIONALLY use exploding 
Lemmings in place of bashers or builders to get 
through a destructible wall, ceiling or pillar. 
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MIGHT & MAGIC 


Games don't come much bigger than Might and Magic. It's gonna take a combination of brute 
strength and brain power to overcome your foes in this totally awesome role-playing game. 


he world of Cron is in turmoil, there are different forces 
fighting for control, and none of them have good 
intentions. It is up to you and your band of intrepid 


adventurers to return law and order to this once-peaceful 


land. You are going to meet some of the weirdest people you can 
imagine, and not all of them want to shake your hand — most want to 
rip it off. So get your team together, and get going. 


START TO GET UP STRENGTH 

11 START WITH THE STANDARD characters the game gives you and start the game. 
You will find yourself in the Inn at Middlegate. It is best to use this inn as the save 
game point. Turn left and take a step west, turn left again so you are facing the wall. 
Take one step south and you will walk through the wall! Turn left and take two steps 
to face your first battle. Beat these guys and search the area to find a chest. The rob- 
ber can detect and defuse any traps. Now head back to the inn and rest the party, now 
save the game. Repeat this procedure over and over to build the basics of your team. 
Patience is needed as it is best if you repeat this procedure a couple of hundred times 
to build up a party strong enough to take on some of the tougher training methods. 

2 Pay frequent visits to the training area at 10,7 to gain extra levels. 

3 You will come across many quests you can undertake that don't have any affect 
on the outcome of the game. These range from the zombie slaughter of the Red Lever 
quest to the subtleties of finding gold goblets. You will come across more as you get 
deeper in the game. Beat the Cuisanauts for mega experience points. Try anything that 
comes your way. 


RESCUING BISHOPS 

RESCUING THE LOST BISHOPS OF CRON is a good way of building up your team, 
so here is how to do it. 

L Now your team is quite powerful, before you go to find a bishop win the triple 
crown of their color. To do this buy three colored tickets and compete in all the arenas 
in the different towns. 

2 Buy the red key from the locksmith in Vulcania. Vulcania’s blacksmith holds the 
triple crown tickets. The red bishop is in Castle Hillstone. He is in the red room 
located at 11,4. 
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Might and Magic is really two games in one. The first thing you have to do 
is train your team so that all their attributes are at awesome 
proportions. You want a team of Rambos who are prepared to take on all 
comers — because let's face it, they're going to have to. Once your team are 
tough enough you can attempt your missions. Advice here concentrates 
mostly on the quests you have to complete to finish the game. 


3 In Middlegate the blacksmith will sell you the green triple crown tickets. The 
locksmith has the green key. The green bishop is located in Castle Woodhaven in the 
green room at 10,6. 

4 Go to Sansobar and get the yellow key from the locksmith. The blacksmith again 
has the triple crown tickets. The yellow bishop is being held in Pinehurst in the 
yellow room at 13,4. 

5 Now for the toughest of the lot, the black bishop. Go to Atlantium and get the key 
from the locksmith and the tickets from the blacksmith. The black bishop is being held 
in the Luxus Palace Royale in the black room at 14,14. 


ARTY ARTIFACTS 

YOU NEED TO FIND FOUR ARTIFACTS to be able to get the elemental orb. 

L The first is the N-19 Capitor. It is hidden deep in Castle Hillstone at location 3,13. 
2 The next artifact to find is the M-27 Radicon. It is located in Castle Woodhaven in 
location 2,11. 

3 Now return to the Luxus Palace Royale and head to location 0,6. Here you will 
meet the princess who is playing with the Todilor. Take it from her — doesn't she 
know it's not a toy? 

4 Last but not least, you have to get the J-26 Fluxor which is in Castle Pinehurst at 
location 7,6. 


IT’S TIME FOR SHERMAN 

TO FULLY COMPLETE MIGHT AND MAGIC you will need to travel back in time. Lord 
Peabody controls a time machine but you will need to complete a mission for him. 

1 Enter Castle Pinehurst and face west. Now take five steps west, five steps south 
and six steps west. Enter the throne room. 

2 When Peabody gives you this mission, leave the castle and fly to zone B4. Now 
walk to location 10,1. You will have to use the teleport orb or spell to get over 
the water. ? 

3 The natives of this island are very vicious so your party will have to be at full 
strength to carry out their mission. 

4 Now travel to the Carriage Inn in Atlantium to pick up Sherman and his friend. 
When you have them, travel back to Castle Pinehurst and Lord Peabody will allow you 
to use the time machine. 





IT’S ELEMENTARY MY DEAR WATSON 

NOW YOU HAVE THESE COMPUTER ARTIFACTS and the use of the time machine 
you will be able to pick up the elemental disks. 

1 Use the time machine to travel to era 8. Travel to Castle Xabran in zone C2. 
The Earth Disk is located at 6,2. 

2 To get it, move one step east, jump, one step south, one step west, two steps 
south, one step east, teleport one step south, walk through the wall to the east, three 
steps east, three south, walk through the wall to the west, one step west, two steps 
north, one step east and two steps south. You can now get the Earth Disk. 

3 From here travel back along your route to 7,2. Now face east. Teleport seven 
steps, take one step east and two steps south. You will now get the Water Disk. 

4 Now walk north until you hit a wall, teleport north eight steps and walk north 
until you hit the Air Disk. 

5 From here take two steps west, teleport six west, two steps south, walk through 
the wall to the west, one step west, one north and walk through the wall to the east. 
You now have the Fire Disk. 


ELEMENTAL TALONS 

1 GO TO ZONE A1, LOCATION 0,15 and cast the Air Transmutation Spell. Now take 
12 steps south, 11 steps east and four north. You will have a single encounter at 11,6 
but you should be able to overcome this. You will then get the Air Talon. 

2 Go to E4, location 15,0 and cast the Earth Transmutation Spell. Now go ten steps 
north, four west, two south and west three. You will have one encounter and will 

then get the Earth Talon. 

3 Go to E1, location 15,15 and cast the Fire Transmutation Spell. Now go ten steps 
west and ten steps south to get the Fire Talon. 

4 Go to zone A4, location 0,0, and cast the Water Transmutation Spell. Now take 
east ten and north ten. You will get one encounter and then the Water Talon. 


JURORS PLUS QUESTS 

IN ALL THE PLUS QUESTS only the team member and the robber can face the final 
challenge; make sure you leave other team members and Hirelings in the Inn at 
Middlegate. Once any member has completed his quest he must go to Mount Fairview 
to collect his reward. 

L To complete his Plus Quest the knight must face and defeat the Dread Knight who 
is waiting in B3, location 5,14. You may only have knights and robbers in your team 
to face the Knight. 

2 The Sorcerer must travel to the Isle of Ancients in B3, 4,15. There are two 
dungeons on the opposite ends of the island, and each holds a wizard who must be 
freed from stasis. 

3 The Paladin must defeat the Frost Dragon who is in C3 in the Forest Cavern. 

4 The Archer must pit his wits against Baron Wilfrey in B2, 11,2. This is one of the 
tougher quests. 

5 The Cleric has been given the task of finding and reuniting Corak with his soul. 
The Soul is in C1, location 10,15. The body is in C2 in Corak's Cave. The Cleric must 
have the Admit 8 Pass from the cavern beneath Sansobar to enter. The Holy Word 
Spell will also be of use here. 
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» Up/down/left/right movement » No function 
moves your team around the 
play area and 


selects options 


~ No function 


LORD ABOVE! 

THERE ARE THREE LORDS IN CRON who will give you quests you have to 
complete. You will have to have a crusader in your party to get these tasks. 

L Lord Haart is in B1, location 5,5. To help him you have to find two old relics. The 
Long One is in the seventh century in E2, 4,5. You will need to use Peabody's time 
machine to get there. Beat him to get the Loin Cloth. Now travel to the sixth century 
to battle Spaz Twit. He is in A1, location 11,3. Beat him and return to Lord Haart. 

2 Lord Hoardall wants three swords returned to him. The Sword of Valor is in A2, 
location 11,2. The Sword of Honor is in D4, location 14,11. The Noble Sword is in D1, 
location 0,8. Get these and return to Hoardall. 

3 Lord Slayer is in Castle Hillstone at location 5,2. Visit him to get his quest. 


THE ELEMENTAL ORB 

1 HEAD TO D4, LOCATION 3,7, to enter Dawn's Mist Cavern. 

2 The orb is located at 10,15 but there is a secret wall that leads to it at 7,12. 
Beware, as it is heavily guarded. Make sure you have the four artifacts before 
attempting to take the orb. 

3 Get the orb and head to the exit of the cavern. When the orb refuses to exit give it 
to one of the hirelings (who should not have completed any Plus Quests) and dismiss 
him. He will return with the orb to the inn. Now the rest of your party can exit and 
head back to Middlegate to rejoin your team member with the orb. 


QUEEN LAMANDA 

WHEN YOU HAVE COMPLETED THE JUROR'S QUESTS and won a black triple crown, go 
to see Queen Lamanda who is in the Luxus Palace Royale. She will make one of your 
party her Chosen One. 


WITH THE CHOSEN ONE ... 

‘L NOW THAT YOUR PARTY INCLUDES A CHOSEN ONE you can attempt the end-game 
puzzle. Go to the Square Lake Cavern in C2, location 10,7. You will need to use the 
Walk-on-water or Teleport spells to get there. 

2 The password you are asked for at location 15,15 is given to you by King Kalohn 
in the Luxus Palace Royale once you have changed history. 

3 When you enter the password you are close to the end of the game but there is 
still something you must do. You are given a screen, the top half of which contains a 
message in code. Once you have solved the code, which is real easy, you have to 
encrypt the word PREAMBLE in the same code to complete the game. Once you have 
done this you can return to the Inn at Middlegate, safe in the knowledge that you have 
saved the world. 

4 The message in code is: WE THE PEOPLE OF TERRA, IN ORDER TO FORM A 
MORE PERFECT UNION, ESTABLISH JUSTICE, INSURE DOMESTIC TRANQUILITY, 
PROVIDE FOR THE COMMON DEFENSE. 
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world. There's only 
one man who can 
outfight, outjump 
and outdance the 
had guys — 
Michael Jackson. 
SMOOTH CRIMINAL! 
ways. Here’s what to use and when: 
MAGIC flies from Michael's fingers and toes when you press fire. As long as 
you have enough energy that is. Don't forget that Michael can fire straight up 


in the air by holding up + button B. If, however, your energy level reaches 
critical then you'll have to resort to... 


PUNCHING YOUR ENEMIES. This is really a last resort. If you're left with just 
your knuckles to protect you, crouch and punch — you'll take fewer hits. 














onceived, imagined and designed by the man himself (well, partly. Sega had just a little to do with it) 
Michael Jackson's Moonwalker is a six-level platformer with a difference. Michael doesn’t walk, he 
struts. He doesn’t turn, he spins. He doesn’t kill his enemies, he magics or dances them into submission. 
Michael's up against Mr. Big’s thugs. These guys are tough and there are a lot of them, but Michael has 
five different weapons available to him — check out the Smooth Criminal box to find out what's what. 

The object of the game is to rescue all the children hidden in each of the six levels. On the first stage (there are 
three levels to complete on each stage) finding the children is just a matter of trial and error — start opening all the 
doors and eventually you'll find all the children. But things soon become trickier as the children are hidden in more 
obscure places. Just “open” every object you see and all will be revealed. 


Dancings| through 
the levels 































THE CLUB 30 


Fighting through this level really is no problem (bet you can't finish level one in less than 2 
seconds though). Just give the bad guys a shot of magic, and if they still don't go dov 
there's usually a chair lying around to kick at them. 


HAT-SLINGING is a lot of fun but should only be used to tackle enemies you 
don't want to get too close to. It wastes a lot of energy, so use only when 
you're feeling confident. 


DANCING people into submission should be used only at the end of levels 

when you take on the guardians. Wait until there are all the bad guys on 

screen before starting the dance attack, as dancing ten people to the floor 
uses no more energy than doing away with just three or four. 


BANNISTERS (in the Club 30) can be slid down — knocking off any bad guys 
who happen to be on the stairs. 











AS SOON AS MR. BIG walks off and the 2 HE'S STILL IN NEED of a couple of you 
thug starts to walk on, dance the bad guy magic punches to scare him off. Just kneel it 
away (simply hold down button A until front of where he’s going to land ani 








Michael's routine automatically kicks in). fire rapidly at him. 
= THE CAVERN 
joy }ok= fe | reoveolah a ge) t— Some caves are hidden behind boulders that need to be pushed away (and don’t forget to loc 


behind the waterfalls!). Upon entering a cavern, it is possible to get straight back out witho 


Pauses game taking a hit (if there’s no child to be found) so keep your wits about you. 






Left/right movement walks 
Michael around 
the various locations 










Up movement + 
B shoots Michael 
upward 

Michael opens a 
door or looks 
behind an object 
Michael climbs stairs 














1 WAIT AT THE SPOT shown, crouch and 2 YOUR ONLY CONCERN is that one of tl 
shoot magic at anything that comes near armed guards may decide to fire a wais 
you. Keep alternating your fire from left to height laser bolt at you. If so, jump over 
right and keep that trigger finger busy. then return to your position right of screen. 










Down movement for crouch Spin! Unleash 
Michael slides down banisters some killer 
magic dust 


Jump! 


a falling§ star... 
















a a - = a 
PICK UP A CERTAIN KIDDIE first and a star will flash across WHILE YOU'RE A ROBOT, you will be invincible. You'll also 
the screen. Allow the star to land on you and become a robot find yourself armed with some lasers — these are just 
for a short time. Watch the demo for clues about where to great for showing Mr. Big's henchmen who's really the 
wait for the stars to appear. tough guy around here. 






tach level finishes with a boss sequence. This usually involves a whole gang of the level’s 
r»0sses ganging up on you and giving you a hard time. At the end of each third level (the end of 
he stage) these fights are tougher than ever. Here’s how to make sure that you’re the winner. 





JUTSIDE THE CLUB THE GRAVEYARD 
n the street things get tougher. Bombs are hidden in strange places (just jump out the way This is one of the trickiest levels of the lot, but grab the robot suit at the start of the second 
s soon as you find one) and the guards are armed. Spin on the manholes to get underground stage and you'll be laughing. To hang from steps and branches, stand beneath them and jump. 
While hanging, swing left and right, then hit fire to send Michael up to higher platforms. 








 —— ri960 Pt 
L THE WHITE DOG is the only one you have 2 THEN KNEEL and fire magic at him. The 1. DON'T DANCE AROUND with these guys, 2 WHEN THEY MOVE AWAY, follow them and 





0 worry about. First of all soften the fero- other dogs will get in your way, but stay cool. it wastes too much energy and they're hit them before they split. If you're too late 
ious beast up with a bit of your hypnotic Keep your fire locked on the white dog and the tough. Instead, wait at the place shown, and they split in two, you'll have to avoid their 
ackson dance routine. others will die with him. crouch and fire magic at them. bombs. Be quick, then repeat from the start. 
ENEMY HIDEOUT YOUR FINAL FIGHTS... 

‘ress up while on the circular platforms and you'll be teleported to a different level. The trick At the end of level three, the enemy hideout stage, Michael will turn into the robot so you 
vith this level is to take out the laser guns before tackling the bad guys because with air should have no problems taking out all the bad guys. Then it’s time to turn into a space ship 
over they're practically invincible. So for the second level boss sequence do this: for the final conflict ... 
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L WITH BUBBLES still on your shoulder, 2 WITH THE GUNS OUT OF THE WAY, wait on 1 AS THE ROBOT, Michael can fire in five 2 AS THE BOCKET SHIP, it's easy to shoot 
ake out both laser guns. Then head across the platform. Crouch and fire in both direc- directions and use jet boosters to fly around down all of Mr. Big’s planes without suffering 
he screen toward the right — to be tions. If a guard stops and fires a diagonal the screen. But don’t get too complacent, the too much damage. Keep heading around in 
nsulted by Mr. Big. laser bolt at you, jump off till it’s out the way. bad guys can still get their hits in. circles to avoid most of the enemy fire. 





SPORT 


OLYMPIC GOLD 


Stay on track with these hot tips! 












Are you a frustrated athlete? Or mayhe you just figure that you could do a whole lot 
hetter than the guys at Barcelona? Either way, this is the game you've heen waiting for. 


The real problem you’ll have with Olympic Gold is that every event is controlled ina 
different way and some of them require real skill. But with our unique event-by-event 
guide, breaking world records should become second nature. 







No function Pauses game 









100 Meters . 


Dive for the line 


THIS IS SIMPLE once you're started, 
it's just a matter of pressing A and B 
very fast, but the real difficult bit is 
the starting gun. It's always random, 
sometimes going off quickly and 
sometimes waiting a while. The best 
tactic is to get ready by moving your 
fingers in motion but not actually 
touching the joypad, and then when 
you hear the pistol you should find you react faster to starting pressing the buttons. 

Press C to duck over the line to shave a few hundredths of a second off your time. 





Press alternately to run 
























Up movement starts 






























jump Pauses game 
Left movement body upward 

walks left Left movement 

along the guides your 

diving body over 

board the beam 

Press down 

to spring 





Press down to 
fall out of a dive 







Press to somersault 


WITH SO MANY DIVING OPTIONS it's 
difficult knowing what to choose. 
Adding twists and turns to your 
repertoire may earn you more points, 
but will you have the time or skill to 
execute them? 

The safest thing to go for is a 
basic somersault but with as many 
turns as possible. Use the watch 
mode in the practice screen to see how it should be done, and don't forget to watch 
also how to come out of a dive. Then pick your best dive for the freestyle dive and a 
gold medal will be yours (and hopefully a world record). 












Press alternately to run Press to release at top of vault 


THE FIFTH EVENT, and without a 
doubt one of the most awkward 
events. The controls take a lot of 
getting used to, so time invested in 
practice mode will yield dividends in 
areal competition. 

Run up to the pole and it'll auto- 
matically put it in the ground for you. 
Press up, and just before you become 
vertical le alt (button C) and you should leap up. Now guide yourself left and 
over the bar. Again it's tough, but 6.25 isn't impossible. 























































t's 1992 and it's a leap year, which means that it's time for the Olympics. So if you enjoy sweating palms and annoying your 
buddies by beating their high scores, then this is the game for you. There are seven grueling events and each requires unique 
skills and methods. Can you beat your personal best and compete against the computer on Olympic level? Or will you forever be 

aclub-only athlete? It’s just you and your joypad against the world, so go for it! 


WOW! They’re bigg aren’t they? 


e No function e Pauses game 


e Press alternately 
to speed up spin 


e Press to pick up hammer 
e Press to start spinning 
© Press to release hammer 


DON'T FORGET to make use of the 
practice mode in all of the events, 
but on the hammer it's particularly 
useful. Watch the two bars in the 
practice screen and success will he 
yours. The first bar is your general 
speed and the second is the power. 
When you start, you'll see that the 
E : power bar fluctuates depending on 
what position you're in. If you press C when this bar is at maximum, then you'll throw 
around 85 meters. Practice this with maximum speed and aim for more than 90 meters. 


* Press to turn 


CONCENTRATE on your stamina bar. 
Learn how fast you can go without 
your stamina bar going down and 
keep to that rhythm. 

The second crucial skill is turning. 
a] Turn as late as possible, but not too 
late — you'll get the knack of it. Wait 
until your character's fingers are just 
about to touch the end of the pool 
and then tap C: this will give you a big push off and keep you ahead. With less than 
half a length to go, you can then put on a burst of speed to use up your stamina. 
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e Up/down/left/right e Pauses game 
movement aims bow 

e Left movement 
pulls back 


arrow 


e Press to pick up an arrow 
Press to fire arrow 


HERE all us top international athletes 

shake like a turkey being introduced 

to a poulterer on the eve of 

Thanksgiving, making things very 

difficult. The amount you pull back 

the bow string determines how pow- 

erful your shot is. Ideally (to work 

i 7 perfectly with the sight) you should 

= 8s es SS pull back fully, then ease off a little. 

But the slacker the string, the more effect the wind will have. So in this compromise 
situation, it's better to pull full back then aim a little lower than the sights suggest. 


e Pauses game 


° Press 
to jump 


© Dive for the line 


THIS IS BASICALLY THE SAME as the 
100-meter sprint, with similar joypad 
controls but you have to press button 
B on its own to jump the hurdles. Just 
get the rhythm of jumping figured out 
then stick to the rhythm. You may be 
neck and neck or going for a new 
personal or world record, so don't 
forget to press button C at the end of 
the race to duck over the line and shave those few hundredths of a second off your time 
— every hundredth of a second counts! 
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PHANTASY STAR II 


The second in the Phantasy Star RPG series is (as would seem appropriate) the second largest. 
There's a huge playing area to be explored and a lot to discover. Only the bravest will succeed, 
so be prepared for anything and set out on the greatest adventure of all time. 


he epic storyline that forms the base of Phantasy Star II dates back thousands of years to a time when two great nations 
were locked in war. Layan hordes battled the Cyborg armies of Orakio. The story is pretty much as huge as the game is to 
play and you'll probably want to play it over and over. So stay cool, keep alert, and prepare yourself for a what has to be one 


of the most totally awesome games of all time 


Seven helpful hints 

There’s so much to do in Phantasy Star 
Il that there is no way everything could 
be covered in less than 100 pages. So 
here are the solutions to the seven trick- 
iest problems adventurers encounter: 


1 TO GET THE MAUERAGUM 
THE THIRD TREE from the right is the real tree. 


2 TO GET TO PIATA 
PARK YOUR JET SCOOTER in the indentation on the right hand side of the map 
(next to the mountains) and then just walk. 


3 TO GET TO CLIMATROL 

GO TO UZO ISLAND, go under it, to the left. You will see an island that looks just 
like Uzo. Go directly south from this island and you will find a spider's web in 
the water. 


4 TO GET TO THE VISAPHONE 
TAKE SHIR (the thief) to the baggage room in Paseo. Go in and out till she finds it. 


5 TO GET THE MOON DEW AND STAR MIST 

TAKE SHIR (the thief) to the tool shop in Paseo. Go in and out of the tool shop until 
she steals it. The Moon Dew revives one of your party members and the Star Mist 
will heal your entire party. 


6 MEGID AND NASAR TECHNIQUES 
MEGID IS GAINED at level 35 by Rolf. Nasar is gained at level 30, by the Doctor. 


7 NEISWORD 
ONCE YOU HAVE ALL THE NEI ITEMS, go to Lutz and he will give you the Neisword. 
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Beating’ the bosses 


Here’s how to sort out three of the 
hardest characters you’re ever likely 
to meet. 


NEIFIRST 
SHE HAS APPROXIMATELY 1,400 HIT POINTS, SO BRING PLENTY OF 
TRIMATE. 


METHOD 

YOU: LASER KNIFE (BOTH HANDS) 
NEI: LASER BAR (BOTH HANDS) 
HUNTER: LASER CANNON 

GUARDIAN: LASER SLASHER (BOTH HANDS) 


I am haunted 
night. 
battlin 


nhishtma 


DARK FORCE 
@ AGAIN, BRING PLENTY OF TRIMATE. 


METHOD ONE 

YOu: NATHU, THEN FIGHT WITH 
NEISWORD, THEN HEAL 
WITH TRIMATE 


HUNTER: NEISHOT 
GUARDIAN: NEISLASHER, AC SLASHER 


DOCTOR: NASAR, STARMIST 

METHOD TWO - IF CHARACTER LEVELS ARE LOW 

YOU: MEGID, THEN FIGHT WITH 
NEISWORD 

HUNTER: NEISHOT 


GUARDIAN: NEISLASHER, AC SLASHER 
DOCTOR: NASAR, STARMIST 
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& MOTHER BRAIN 
AGAIN, BRING PLENTY OF TRIMATE 





METHOD ONE 

YOU: NATHU, THEN FIGHT WITH 
NEISWORD, THEN HEAL WITH 
TRIMATE 

HUNTER: NEISHOT 


GUARDIAN: NEISLASHER, AC SLASHER 
DOCTOR: NASAR, STARMIST 
METHOD TWO - IF CHARACTER LEVELS ARE LOW 


YOU: MEGID, THEN FIGHT WITH 
NEISWORD, THEN HEAL WITH 
TRIMATE 

HUNTER: NEISHOT 


GUARDIAN: NEISLASHER, AC SLASHER 
DOCTOR: NASAR, STARMIST 





Up/down/left/right movement 
moves your party through the 
game environment 


Pauses game 


4 
Talk to the people Cycle through the various game 
you meet options, conversations and 
fighting moves 
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Real useful these, the only drawback is that 
maintaining invincibility requires a lot of frantic but- 
ton pressing. Still, the advantages outweigh any 
inconvenience, so here goes: 


© Hold the directional pad in the direction you want 
to move while repeatedly pressing buttons C then B. 
This will protect you from any potential attackers 
while maintaining your movement. 


¢ Press the pause button and then hold either button 
B for half speed action or tap button C for single 
frame animation. Hold both buttons to advance on to 
the next screen in text sections. 


The game solution included with Phantasy 

Star Il is very helpful, but there are a few 

mistakes that can lead you astray. These 
are the errors to look out for: 


Don't be worried abo e hook referring to a “powerful enemy awaiting yo 


PHANTASY STAR Il 


Some games just go on and on and on and Phantasy Star Ill is one of ‘em. Get to the end of this 
one and you won't he able to wait to start the sequel. 


his history of Phantasy Star is complex. Two nations were at war, the Layans and the Cyborg armies of Orakio. Eventually 
peace was restored but the bodies of Laya and Orakio were never found. The two nations were severed and both sides even- 
tually forgot about each other. But now it's present day, and you are Prince Rhys, son of the King of Landen. One day you find 
a beautiful woman called Maia washed up on the shore and vow to marry her. But, as always happens in these stories, she 
gets kidnapped and so starts the epic rescue that is Phantasy Star III. But this is only the beginning. Unlike other adventures, this game 
takes place over three generations. So after Rhys has finished his adventuring, the fun is passed on to his sons and ultimately to his sons’ 
sons. A full solution to this game would take up a whole book in itself. And besides, just completing the game parrot fashion would be 
highly tedious. But by the time you reach generation three things will probably have got more than tricky enough and you'll just about be 


wondering what to do next. And that’s where these tips come in. 


GENERATION THREE 


Where to go, what to look for, where to find it, and 
what to do with it once you’ve got it ... 


ARON 

DAHLIA MOON Start off in Dahlia Castle. Talk to all the people to get your 
first three companions. Save the game then head to Aridia. 

ARIDIA Go to Laya’s home (hidden below Hazatak) and she'll join your party. 
FRIGIDIA Find an airstrip (there's one on the north side of the planet and one 
near Mystoke). Go to Skyhaven and talk to Council. Find the Aqua Parts in the 
dungeon. Leave Skyhaven and go to New Mota. Return to Aquatica. 

AQUATICA Transform Wren into Aquaskimmer at any dock and go to Sage Isle. 
Find Siren and talk to the Sages. Return to Landen. 

LANDEN (o to the sunken palace to get Orakio’s sword and return to Aridia. 
ARIDIA Talk to the Cyborg in the desert and get Mium’s Claw then return to 
Aquatica. 

AQUATICA Talk to the Sages and get the Ancient Word Of Power then go to 
Terminus (through Laya’s temple on Aridia or Draconia). 

TERMINUS Transform Wren into an Aerojet and go to Lashute at the center of 
the planet. Talk to everyone and use the temple on the left side of the planet to return 
to Frigidia. 

FRIGIDIA Return to Skyhaven and the Council transforms your legendary 
weapons into Nei weapons. Return to Lashute on Terminus. 

TERMINUS Return to Rulakir's throne room. Once he’s defeated a passage to 
the dungeon will appear (the Dark Force is inside), 


SEAN 

ARIDIA Co to Landen (upper left cave). 

LANDEN Talk to everyone then go across the bridge to the city west of Landen. 
Go south to a cave that takes you to Elysium. The cave is hard to find, so keep 
searching. 

ELYSIUM Go west to the mountains and follow them south to North Divisia. Go 
through the castle to get te South Divisia. Go west to another mountain range and 


follow it up and around to get to the lost cavern. Here you'll find the Sub Parts for 
Wren. Return to Hazatak. 

ARIDIA Walk around the edge of the river near Hazatak to find the entrance to a 
secret world. In a temple you find Laya who has the mystery star and Laya’s bow. 
Once Laya has joined you, exit the secret world and go back the way you came. Travel 
southwest to a cave that will open if you have the mystery star. This takes you to 
Frigidia. 

FRIGIDIA Go south to the lake, go west and follow the coat to Mystoke. Talk to 
all villagers, Laya’s pendant is in Mystoke castle. Once you've got the pendant, go to 
the temple in the top left part of the planet and return to Elysium. The pendant 
enables you to use the blue squares in the temples to skip between the planets. 
ELYSIUM Go north over a bridge to Aerone. Talk to the villagers. Walk right on 
the lowest path and find a secret passage at the end. Find a spaceship to take you to 
Dahlia Castle. 

DAHLIA MOON Talk to Lune and his daughters. Kara joins your party (she 
has Lune’s slicer). Find the Aero Parts in the dungeon. You can use these by walking 
onto airstrips. Return to Elysium and then to Frigidia. 

FRIGIDIA Find an airstrip and go to Skyhaven. Talk to the Council and find the 
Aqua Parts in the dungeon. Leave Skyhaven and go to New Mota. Return to Aquatica. 
AQUATICA Transform Wren into Aquaskimmer at any dock and go to Sage Isle. 
Find Siren and talk to the Sages. Return to Landen. 

LANDEN 60 to the sunken palace to get Orakio’s sword and return to Aridia. 
ARIDIA Talk to the Cyborg in the desert and get Mium’s Claw then return to 
Aquatica. 

AQUATICA Talk to the Sages and get the Ancient Word Of Power then go to 
Terminus (through Laya’s temple on Aridia or Draconia). 

TERMINUS Transform Wren into an Aerojet and go to Lashute at the centre of 
the planet. Talk to everyone and use the temple on the left side of the planet to return 
to Frigidia. 





FRIGIDIA Return to Skyhaven and the Council transforms your legendary 
weapons into Nei weapons. Return to Lashute on Terminus. 

TERMINUS Return to Rulakir's throne room. Once he's defeated a passage to 
the dungeon will appear (the Dark Force is inside). 


ADAN 

LANDEN Talk to everyone in Landen, Yaata and Llan then return to Elysium. 
ELYSIUM Talk to everyone in Divisia and Aerone (about Gwyn's nightmares) 
then walk to the lowest right path and you'll find a secret passage at the end. 
DAHLIA Talk to Lune, Alair and Kara. Lune’s guards will tell you of the two bat- 
tling spaceships during the earthquake. Kara will join your party. Search the dungeon 


for the Aero Parts for Wren. Return to Elysium. 

ELYSIUM Go to Frigidia, (go south to the mountains then right to 
Laya's temple). 

FRIGIDIA Find an airstrip and go to Skyhaven. Talk to the Council and find the 
Aqua Parts in the dungeon. Leave Skyhaven and go to New Mota. Return to Aquatica. 
AQUATICA Transform Wren into Aquaskimmer at any dock and go to Sage Isle. 
Find Siren and talk to the Sages. Return to Landen. 

LANDEN (Go to the sunken palace to get Orakio’s sword and return to Aridia. 
ARIDIA Talk to the Cyborg in the desert and get Mium’s Claw, then return to 
Aquatica. 

AQUATICA Talk to the Sages and get the Ancient Word Of Power then go to 
Terminus (through Laya’s temple on Aridia or Draconia). 

TERMINUS Transform Wren into an Aerojet and go to Lashute at the center of 
the planet. Talk to everyone and use the temple on the left side of the planet to return 
to Frigidia. 

FRIGIDIA Return to Skyhaven and the Council transforms your legendary 
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» Moves your party through the » Pauses game 
game environment 

» Highlights game option: 

» Selects which 
character 


to use 


» Talk to the people 
you meet 


» Cycle through the various game 
options, conversations and fighting 
moves 


weapons into Nei weapons. Return to Lashute on Terminus. 
TERMINUS Return to Rulakir's throne room. Once he’s defeated a passage to 
the dungeon will appear (the Dark Force is inside). 


CRYS 

LANDEN In Landen, talk to all the people then exit the city. Head south then left 
then go all the way south and you will find a cave. Go through to get to Elysium. 
ELYSIUM Head southwest to find Upper Divisia City. Go through the city and the 
dungeon to find Lower Divisia. Talk to everyone in Divisia then exit. Head northwest 
to find a cave. Go through the cave and you'll find the Sub Parts for Wren. Return to 
Aridia. 

ARIDIA Go to the coastline to the right of Hazatak and you will use your Sub 
Parts. Once out search the land to find a palace. Go in and you will get Laya. Go back 
to where Wren changes then go to the town. Build up Laya’s levels. Once she is built 
up, head southwest to a cave at the bottom. It takes you to Frigidia. 

FRIGIDIA Walk around to the left. Talk to everyone in Mystoke and enter the 
castle. Go through the castle to find Laya’s pendant. Exit the castle and the city. Go 
northwest and find the temple. Go in and you are transported to ELYSIUM. 
ELYSIUM Go north and find a bridge. Go over the bridge to the city of Aerone. 
Walk right on the lowest path and you find a secret passage at the end of the path. 
The spaceship will take you to Dahlia Castle. 

DAHLIA MOON Find Kara; also find a set of stairs going to the dungeon. Here 
you'll find Aero Parts for Wren. Kara can attack the back row even with 
characters in front of them. Return to Aerone (on ELYSIUM). 

ELYSIUM Eyit the town and go to Frigidia. 

FRIGIDIA Find an airstrip and go to Skyhaven. Talk to the Council and find the 
Aqua Parts in the dungeon. Leave Skyhaven and go to New Mota. Return to Aquatica. 
AQUATICA Transform Wren into Aquaskimmer at any dock and go to Sage Isle. 
Find Siren and talk to the Sages. Return to Landen. 

LANDEN (Go to the sunken palace to get Orakio’s sword and return to Aridia. 
ARIDIA Talk to the Cyborg in the desert and get Mium’s Claw then return to 
Aquatica. 

AQUATICA Talk to the Sages and get the Ancient Word Of Power then go to 
Terminus (through Laya’s temple on Aridia or Draconia). 

TERMINUS Transform Wren into an Aerojet and go to Lashute at the center of 
the planet. Talk to everyone and use the temple on the left side of the planet to return 
to Frigidia. 

FRIGIDIA Return to Skyhaven and the council transforms your legendary 
weapons into Nei weapons. Return to Lashute on Terminus. 

TERMINUS Return to Rulakir's throne room. Once he’s defeated a passage to 
the dungeon will appear (the Dark Force is inside). 
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PIT-FIGHTER 


The violent, brutal, totally awesome coin-op Pit-Fighter comes to your computer game. In other 
words, it’s time to get nasty. Don’t just stand there then, put those stupid 
pants on and take off your T-shirt. 


0 you want to know the rules, do you? Well there aren't any. It's you against the world’s best (and dirtiest) fighters in a no- 
holds barred fight-to-the-death. Defeat your opponent and move onto the next. Beat them all and face the Ultimate Warrior. 
O.K., so he looks a bit stupid, but I’m not going to tell him, are you? 

Pick your player from the three expert street fighters available and give it all you've got. 


thai Kisht your way to 


IT'S DIRTY OUT THERE AND IF YOU WANT TO WIN THEN YOU'D 


BETTER LEARN ALL THE TRICKS. 

. : : So how exactly do you beat each character? 
If you see any objects lying around on the floor, pick them up before Who’s hard to beat and who’s not? Find out in 

your opponent does and use them. this stage-by-stage guide to the pit-fighters ... 


If you're looking for the power pill it’s usually hidden in a barrel and 


uu 


it takes two throws on somebody's head to make the barrel smash and CLOCK 


reveal it. Get to it right away and pick it up, then attack your opponent. 


If your opponent attacks you, then the best tactic is to run around 
to avoid getting hit. Fast. 


Bods oy- Le Mroteyaha ge) k— 
Up/down/left/right movement | Pauses game 


moves your hard guy around 


THE EXECUTIONER 
STAGE ONE IS PRETTY EASY. Don’t get in too close, though, or you might get a fist 
where you don’t want it. Use your flying kicks to floor him and then give him a good 
groin-kicking session just to bring him down fast. 


Pit-Fizschter 
Cheats 


With Pit-Fighter no matter how good you are, you're gonna get hit. 


Punches Kicks 

Selects the options menu Picks up an opponent 

from the title screen Jump-kicks when used 

Picks up your opponent with button C And if you get hit, you're gonna die. And you've only got three lives, Or have you? 

when used simultaneously Jumps Play the game up to round eight and then pause the game. 

with button B and then Jump-kicks when used Plug in the second joypad and press start. 

Srowsinin/her with button B Now let your other character die and it'll be game over for him. 
Press all three at the same time and you'll perform your Then you can carry on all the way to the end with enough lives to finish it! 

character’s special move 
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SOUTHSIDE JIM 
PRETTY OUTRAGEOUS with the fists is Jim, so 
stay outta the way. Use all the items on the 
floor and then follow up with some more jump 
kicks and the ever-popular groin crusher. Watch 
out for his knife but when he drops it, pick it up 
and stab him or get some distance between the 
two of you and throw it to cause even more 


CHAINMAN EDDIE 

THEY DON'T COME ANY BIGGER than Eddie but 
they also don't come more stupid. Don't stand 
in front him unless you wanna say hello to next 
week. Jump kick him continually and use the 
barrels or anything else you can get your hands 
on. Get the power pill and pummel him quickly 
to bring his energy down. Finally give him some 
more jump-kicks. 


MAD MILES 

MAD BY NAME and mad by nature. Miles 
doesn't take any aggravation — instead he gives 
it out. Pick up a stick and slug it out with him. 
Once he's down kick him then pull back and 
start over again. Be careful and watch to see 
when the use of your stick runs out. When all 
the sticks have been used, jump kick and don’t 
get in close — Miles is pretty fast with his fists. 
You have been warned ... 
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ANGEL 

THE FIRST POWER-PILL stage and now things 
are getting tougher. Angel's very quick on her 
feet but she’s pretty easy to overcome. Knock 
her down twice with the barrel and pick up the 
power pill. Get her on the floor and then kick 
her. You should have almost beat her by the 
time your pill energy runs out — then just jump 
kick her unconscious. 


HEAVY METAL 
WOW! WHAT A HAIRCUT. But don’t stand there 
admiring him, there's work to be done. Don't 
get close to Heavy Metal or you'll lose energy 
points. Jump kick all the time and then jump out 
again. Use the objects and take time. 


SOUTHSIDE JIM 
JUST LIKE ANGEL, Jim wants revenge and 
what's more he’s been working out. He's 
tougher, faster, and somehow even uglier than 
before. Use the same techniques as you did 
previously but watch out for the motorbikes he 
throws at you ... 
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CC RIDER 
CC DOESN'T TAKE KINDLY to newcomers so 
you're going to have to beat some sense into 
him. Use the sticks in a head-to-head then the 
chairs and the bartels. Jump kick and then fol- 
low up with a few punches. Throwing CC works 
well because he stays down, so then you can 
follow through with a groin kick. 


SHE'S BACK! But she’s not so easy as she was 
hefore. This time she’s got more energy and 
moves faster. Use the same techniques as 
before but be careful. Follow through your jump 
kicks and try to get the power pill. Slip up and 
you're history. 


CHAINMAN EDDIE x 2 
YOU'VE MADE IT and the biggest boss of all is 
in the crowd watching you. But to get to him 
you've got to get past two Chainman Eddies. 
Pick up everything and throw it. There are two 
power pills to find but try to time it right so that 
you pick them up and not one of the Eddies. 
Also, try to dodge them and they'll sometimes 
attack each other by accident. Once you've used 
everything, jump kick all around the screen. 


THE MASKED WARRIOR (JULIAN) 
HERE HE IS. And he’s not the champ for nothing you know. Incredibly 
tough and fast, you're going to have to be good to win this fight. Pick up 
everything and find the two power pills. Jump kick, punch, groin smash 
and anything else you can do to harm him — it's the only way to win. 
Beat him and a million dollars will fall down from the sky and two 
great-looking girls will fondle your legs. 
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POPULOUS 


You are a supreme being and 
you have the power to shape 
worlds. So for egomaniacs 
everywhere, this is the game 
you've been waiting for. 
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ut as a deity, you need worshippers to give you the power you need to 
contro! nature. The more followers you have, the stronger you become. 
So your aim is to acquire as many followers as possible, but it's not 
always straightforward. 
There are hundreds of worlds scattered around the universe, and on these worlds 


you find yourself opposing the forces of evil. When your followers meet these enemies, 


they must be prepared for battle. They must be strong, well fed, have an adequate 


level of technology and be in sufficient numbers. But how do you achieve such goals? 


Here are some pointers ... 


There are no hard-and-fast rules to Populous — it’s just not that sort of game. 

But here’s a selection of guidelines, proven tactics and useful information that 
you can incorporate into your own playing technique. No two games are ever 
really the same in Populous, but establishing your own playing style is important. 
So don’t use the codes to go zipping off to the later levels right away. If you’re 
new to the game, spend time on the lower levels getting familiar with the 


controls and all the options open to you. 


KICKING OUT WALKERS 

1) REDUCE THE AREA OF CROP FIELDS THAT A CASTLE HAS, and the size 
of the building is also reduced. This in turn lowers the capacity of the 
building to hold people and will force a walker to leave if there are 
too many. Use this method to force a walker from a large castle. Note 


that the largest castle uses an extra block around the edge of its crop 
fields and this land can’t be used for direct settlement. 


LAND MAINTENANCE 

REMOVE SWAMPS, rocks and repair broken land. Generally keep your 
land clean and tidy. Without a strong, clean landscape your population 
will not flourish. Swamp removal should be your highest priority. 


IF YOUR OPPONENT STARTS TO USE KNIGHTS against you, there are a 

number of evasive actions open to you: 

© Simply ignore the knight and let him rampage through your land and 
burn a few houses, but be sure to repair all damage in his wake 
immediately. This way your people can resettle with little loss. 

Try and drown the knight. 

© Build up a tough leader who can defeat the knight in combat. 

© Scatter small buildings to create an artificial barrier to the knight's 
progress. After the knight has gone, remove these buildings to open 
up free land on which to resettle. 


©) Fre oon WITH ENEMY KNIGHTS 


TOUGH LEADERS 

USE A LEADER TO GATHER YOUR PEOPLE TOGETHER, then go confront 
the enemy. A tough leader can defeat opposing leaders and can form 
an effective knight for your side. 


PAPAL MAGNET MODE 

USE CAREFULLY early in the game in order to move your leader and 
people away from the homeland and into new, fresh territory for 
expansion. 


INTELLIGENT WALKERS 
EVERY WALKER HAS A DEGREE OF INTELLIGENCE, and this is deter- 


mined by their level of technology and the number of times that 
they've been sprogged from a settlement. The degrees of intelligence 
are reflected in the walker's ability to locate new land. A walker with 
low 1.0. will waste valuable time circling a large castle trying to find 
fresh, unsettled land, whereas a walker with a high 1.0. will spot 
decent land from up to six squares away. 


TECHNOLOGY 
©) remain AFFECTS COMBAT. The technology factor represents 


weapon sophistication and acts as a multiplier in combat. So weak 
people with swords are often more than a match for stronger people 
with clubs. 


FIGHT MODE 
DESPITE ITS AGGRESSIVE INTENT, fight mode is excellent for passive 
expansion, as your people will tend toward the enemy and resettle as 
they go. Use this at the start of the game when the two sides are 
close to each other. 
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THE FIGHTING LEADER 
YOU CAN USE YOUR LEADER AS A DIRECT and controlable weapon in 
his own right. Simply place the Papal Magnet in the building you wish 
to attack then activate “Go to magnet” mode. Your leader will then 
swagger off and attack the building, If his attack is successful, he will 
settle in the building after combat. 

The only problem there is with this tactic is that your leader 
encourages others to follow him — so you run the risk of depopulat- 
ing the rest of your lands. 
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Up/down/left/right movement 
moves control cursor around 
playing area 


Pauses game 


















COMPUTER STRATEGIES 
LEARN THE TACTICS AND STRATEGIES THAT THE COMPUTER USES. 
Look at the options it has open to it at any given point in time and it's 
not too difficult to work out what it will do. When you've learned 
the computer's tactics, take advantage of it. 









POOR MAN’S VOLCANO 
GET SOME OF YOUR MEN INTO THE ENEMY'S LAND and settle them 
there. Scroll the map to the farthest point from the flag of your 
building then raise the land — upsetting as many of your opponent's 
houses as possible in the process. 







Press to select game 
control icons Press to guide close-up 
screens 



























SWAMPING ... 
SWAMPS ARE THE MOST POWERFUL WEAPON at your disposal. He 
who swamps first swamps hardest, so swamp your opponent's 
leaders, knights and people. 






... AND HOW TO AVOID BEING SWAMPED 
PLACE YOUR MAGNET IN A LAND THAT IS LUMPY and not susceptible 
to swamps. Collect your leader here and then release knights into his 
land. The computer will attempt to swamp you but it will have no 
effect except wasting its manna. 
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All self-explanatory really ... 
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Code 





025 QAZITORY 
050 HOBOZJOB 250 VERYOXT 
075 NIMLOPILL SZ 






HORLD TO CONQUER 

CALEOLD 

SATTLE NUMBER XS 100 
LANDSCAPE IS DESERT 

EVZL°S REACTIONS ARE FAsT 
EVEIL’S RATING IS VERY GOOD 
LAND BUILT JUST ON TOWNS 
THE SHAMPS ARE SHALLOM 
HATER IS HARMFUL 
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PoruLatzon apes 275 BUGINOND 
Sas ves 300 BILQAZOUT 
Sovcanos ves 325 SCODEING 

ARMAGEDDON tes 350 SUZDIEHOLE 

aE aye : : 375 SADOUTER 
425 BURIKEPIL 

FUTDIMAR 450 JOSYMAR 

150 BINQUEME 475 MINCEME 





WEAVUSPER 


Sea S— 


ALPAPAL 


QUACKSHOT 


Donald Duck has found a map. And this particular map shows the location of Great Garuza’s 
Duck Treasure. Get some sensible shoes on for a round-the-world quest that'll 
drive you quackers. 


ep, Great Garuza’s Duck Treasure is in peril because Pete is after it. It's up to Donald to travel around the globe solving a 
variety of puzzles and negotiating hazards in order to get it. Many of the levels can be completed in the incorrect order, but 
you'll only be able to get so far without a certain object that will let you continue. However, if you complete the game in the 

order below, it'll keep the aimless wandering about to a bare minimum. Don’t worry if you do get the order wrong, though, 

because at a certain point throughout each level, a signal will be placed in the ground so that you can call your nephews (in their plane) to 
take you back to the map screen. From there you'll be able to re-plan your route. 
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Donald’s travels take him to every corner of the globe. Follow these guides 
(in the order you find them) and Donald’s trip should be a successful one 


MEXICO 

A WALK IN THE PARK this one. Just make sure you 
watch out for the detonators. Merely jump the spark 
in order to get past unscathed. 


DUCKBURG 

EAT THE CHILLI PEPPERS to spark off a temper fit and 
thus get you through the level quicker. Get the key 
and go back to Mexico. 


AZTEC RUINS 

WHEN YOU REACH THE TEMPLE, beware of the fire- 
throwing Aztecs. Kill the first as soon as he appears, 
jump on the daisy and crouch to shoot the next, then 
go get the map and wall-climbing plungers from 
Goofy. Use the sliding move to get past the green 
blocks from the narrow passage. 


TRANSYLVANIA 

VERY TRICKY THIS ONE. Basically, you'll just need a 
lot of practice. Aim to get to the checkpoint, get the 
1-up from the second of Pete’s men, and have a chat 
with the friendly ghost in the castle. 


DUCKBURG (AGAIN) 
USE THE PLUNGERS to go up and right. Go through 
two sections and you should meet up with Gyro. 


TRANSYLVANIA 


SHOOT THE SECOND ENEMY you meet with a plunger 
to obtain a hidden 1-up. When you reach part four, 


you'll discover a block that cannot be destroyed. Get 
onto it and it'll take you to part five. 


INDIA 

IN THE SECOND LEVEL of this stage, you need to find 
the fire-breathing tiger to get the sphinx's tear. This 
is in the maze at the Maharaja's Palace. Here’s how 
to find it. Plummet down past the wall and take the 
first door. Go right, deal with the turtle, then go 
through the door. Travel left, leap over the first door, 
then climb the wall using the plungers. Go right, use 
the sliding maneuver to get under the alcove, then 
enter the first door. Travel right past the door above 
you, keep going right, incapacitate the charmer, then 
go up the steps before shooting the turtle. Do a slide 
and go up the first gap into the door, and you'll face 
the tiger. Once it's defeated, go directly to Egypt. 


EGYPT 

RIGHT, EAT A WHOLE LOT OF CHILLI PEPPERS to 
bring on an attack, then keep jumping on the sand in 
order to avoid sinking. When you reach the locked 
door of the temple, use the sphinx’s tear to get inside 
and find the scepter. 


THE SOUTH POLE (1) 

TRAVEL TO THE SOUTH POLE and use the scepter to 
free the viking key from the ice. Now go back to the 
viking ship. Then you'll need to find the viking ghost 
who's in the belly of the ship (use the key to get into 
this section). He'll throw axes at you, so jump and 


duck to avoid these, then shoot his head. It'll only 
work if he has lowered his shield to reveal his head. 
Hit him ten times and that’s it. Now the captain of the 
ship will tell you the location of the viking diary. 


THE SOUTH POLE (2) 


1's THE ANCIENT 
VEKING DIARY 

THE DIARY REVEALS 
THAT THE MAP MUST 
BE DIPPED IN WATER 
WHEN THIS 15 DONE 
THE LOCATION OF 
THE REAL TREASURE 
WELL APPEAR 


“LET'S TRY DIPPING IT 
IN WATER * 





SHOOT THE GREEN PLUNGERS up at the vulture that 
flies overhead. You can now jump up, grab hold of it, 
and be carried along while guiding the bird up and 
down to avoid other birds. 
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the stage, things get pretty nerve-racking. The room 

with the floating platforms is a nightmare. The thing DRACULA 

to remember is, always jump toward the farthest plat- ee He's got an awesome reputation the world over 
form, and that way you'll bring any platforms that are but he’s no match for a duck — honest! (n fact 
off-screen into view — which makes things easier. he's so easy to beat you can even use popcorn 
When you get to the end you'll find that the last on this vampiric menace. But plungers are far 
floating platform looks ridiculously far away. Go down mnraintientival 

to the bottom, shoot off a whole lot of plungers, then Remember, though, that you can only hit the 
go up, bounce onto the plungers and make that leap. creature when he opens his cloak. 

It's tricky, and you probably won't do it on your first 


few attempts, but persevere. 
THE TIGER 
GETTING RID OF PETE Stay in the middle of the screen only moving 


im Se when you really have to. Use bubble gum on 
him. When firing, remember that the sticky 
stuff doesn’t move very fast so you'll have to 
gauge where the tiger is going to land after he’s 
started a jump. And to avoid getting hit by the 
tiger's fire, bear in mind that he always sits = pao 
down just before firing it. —<—<—<—— 


THE VIKING GHOST 

Just before this ghostly guy launches an axe at 
you, jump into the air and give him a swift 
plunger to the head. He'll now break into pieces 
and fly over the top of your head. Just as the 
last of his segments goes over, jump into the air 
and give him another plungering. Repeat this 
process until he’s dead. 


RIGHT. GET RID OF THIS GUY'S HELPERS (there are 
two of them) using either bubble gum or popcorn. 
When Pete gets his weapon out, go into one of the 
caves that his helpers came from. When he gets 
above you, quickly run right over to the other side so 
that he follows you. Just as he’s about to get you, 
slide back to the cave and this should give you 
enough time to lob a plunger at him. Jump up to 
the top and plunger him some more. Now run around 
in circles to avoid him. Repeat the process until 
you've destroyed him. 


TREASURE ISLAND 





“ up a ladder 
WHEN YOU GET TO THE END of the tricky leaf section, 


break through the planks to get to the underworld. © Down movement: 

To get into the small passages before the planks Donald climbs 

go and fall apart on you, repeatedly hit jump and down a ladder 

right to craw! through. Now you're into the tall thin © Donald 

shaft with vines growing out of the walls. You can crouches 

get up on the vines but they disintegrate pretty 

fast. A safer bet is to shoot a whole lot of plungers © Left/right 

onto the right wall and then use them to jump up. movement: 
Donald waddles 
left and right 


vi ax = u t v * Donald gains a burst © Fires the weapon 
your lives! of speed that Donald is 


gemen en 2 3 ; currently holdin; 
Unlimited lives — it takes time but it can be done. ¥ a 


On the Transylvanian level, collect the 1-up then go to © Donald leaps 
the end of the level. Call the plane and go back to the 
start of Transylvania, and repeat the process until you 

have as many lives as you need. 
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REVENGE OF SHINOBI 










Good luck! 





Peoe Musashi dusts off his shuriken collection for another confrontation with the forces of evil. 


he evil Neo-Zeed organization has captured Naoko (Joe’s girlfriend) and is using her as insurance against you interfering 
with their plans to take over the world. But in true Ninja style you're not gonna give up and go home and you swagger 
into the action. Tool up with infinite shurikens before you begin (here's how) then get going. 







TAKING ON THE END-OF-LEVEL TOUGH GUYS 










Of Shinobi 
cheats 















ON THE OPTION SCREEN, select zero shuriken. Wait 

about half a minute and the two zeroes will mutate 

into an infinity symbol. You've now got unlimited- 
shurikens for the rest of the game! 


DURING THE SECOND STAGE of level four, it's 
possible to increase your number of lives to any level 
you want. It will take time, but if you've gotta have 

more lives then it's worth the effort. Shoot at the base 
of the first conveyor belt (do your double jump and 
spray a volley of shots). A Musashi symbol will 
appear earning you two lives. Jump on the conveyor 
belt and let it carry you off the end to your death. 
You'll have lost one life, but earned two! Repeat this 
process until you have enough lives 
to continue. 


Each level finishes with a scrap between Joe and a big bad guy. All of them require 
some hits in a few strategic places before they’ll lie down and let you progress to the 
next level. Here’s who they are, where you’ll find them and how to get rid of them: 





LEVEL ONE 

THIS LEVEL IS SO EASY, if you can't get through it you shouldn't be playing games in the first 
place. The boss at the end is the Blue Lobster. To defeat him, jump up onto the platform on the 
left and do a somersaulting attack whenever his sword is lowered. His sword can’t reach your 
platform so you'll be able to kill him without losing a single unit of energy. 





LEVEL TWO 
THE WATERFALLS CAN BE TRICKY when you first encounter them. The trick is to continue doing 
somersaulting attacks as you move right. This should clear away any enemies so they don't 
cause you to plummet off the ledges. As far as jumping across the logs goes, it’s just a case of 
practice. When a log disappears off the bottom, wait a second or two then somersault up and 
across and you should land on the next log to appear. 

The guardian on this level is the Shadow Dancer. He has around eight shadows, and you can 
defeat him by waiting until he somersaults. Then position yourself just in front of where he will 
land. Pull down on the joypad and kick like crazy. Repeat this and his shadows will be gone in 
no time. Once he's turned brown, it takes another six or seven shurikens to kill him. 
































LEVEL THREE 
LEVEL THREE'S BOSS IS A BRAIN inside the computer vault. To destroy it, walk backward and 
forward to avoid the ceiling-mounted lasers then, when the brain rises out of the vault, somer- 
sault and shoot at it. This needs to be done 10-15 times to destroy it. 
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LEVEL FOUR 

THE MASTER ATTACKER is the boss on this level and is pretty easy to beat. Stand on the plat- 
form on the left and jump to avoid the junk he throws at you. Whenever his chest is exposed, 
somersault and fire at him. Again he takes 10—15 hits before dying. 
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LEVEL FIVE 


THE ONE THING TO REMEMBER in the level itself is that the red cars are the only cars that do 
you any harm. As for the boss, beating him involves a high-speed chase across the top of some 
sort of missile carrier. There are three red domes to be destroyed so go to the right side of the 
middle dome first. Face the dome and kick it until it’s destroyed. Next go left of the dome you 
just destroyed and face left. Shuriken the left dome until it's destroyed then move right until 
you're in the little ditch next to the right dome. Jump and hit it with your shurikens until it and 
the vehicle are destroyed. 





LEVEL SIX 

YOU NEED TO JUMP AND SHOOT five times to defeat Spider-Man at the end of this level. Avoid 
his webs by ducking and moving away from them. If you do get caught, waggle the joypad left 
and right very fast to free yourself. Next, when Batman appears, you'll need to shoot him 10-12 
times to defeat him. Just when he reaches the top of the screen, shoot him while somersaulting 
and he should fly right under you. Then when you land, crouch and he'll fly back over you. 









LEVEL SEVEN 
THE LAST JUMP ON THE BREAKWATER is real difficult. Make 
sure you jump right from the edge of the ledge and do a somer- 
sault at the exact top of your leap. And remember to use Ikazuchi 
magic before the jump so that you don't get hit off the ledge 
when you finally make it. 

The boss on this level is a brontosaurus. Leap up onto the left 
ledge and jump and shuriken the monster. When he gets too 
close, leap over him then leap again immediately to avoid his 
tail. Jump up onto the right ledge and repeat the process. Keep 
doing this until he’s dead. 


















LEVEL EIGHT 
NO SCREEN SHOTS TO HELP YOU out this time, so for taking on 
the Neo- Zeed you're on your own. Go to the center of the room 
and hold the joypad down and start kicking him. As soon as he 
starts flashing, jump away from him to avoid his hair when he 
throws it at you. Next hit the black hole in the wall to stop the 
chain moving. Simply repeat the whole process until his hair gets 
progressively darker — indicating that he’s dying. 
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Left/right movement walks Pauses game 


Joe left and right 


Down movement: 
Joe crouches 





Attack using shurikens 


or a sword A 
Joe jumps 
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Activate Ninja magic 








DRIVING 


Road rashing is the fastest illegal 
sport in the world. Fifteen 
psychopathic bikers fight it out over 
haking-hot tarmac, and if you're not 
prepared to use your fists, you might 
as well stay at home. 





Fishting dirty 


There are four ways of taking out opponents, yet a lot of 
riders just hang on in there using a standard punch. 
Master all four of these methods and you’ll have the 

ultimate armoury with which to take on the tough 
riders of the later levels. 


he object of the game is to win money 
— pure and simple. But the only way to 
win money is to finish each race in the 
rankings. This comes down to 
three factors: your riding ability; the specification 
and power of your bike; and how fast you are with 
your fists or a club. 

Yes, you're going to have to fight dirty if you 
want to win, and that means taking your chances 
in high-speed, head-to-head punch-ups with the 
other riders in the pack. Luckily there are a few 
tricks available, so don't despair. 

Earn enough prize money, and you can buy your- 
self a better bike. All the other riders get better 





Ruor Hoy 


PRESS UP as you hit the C button and you'll 
unleash a highly effective kick. This is useful 
when your opponent's bike is near the side of 
the road or you want to send him into a cactus. 


A GREAT ONE-OFF WHACK, if you time this 
punch well then no biker in the world is going to 
stay upright. Hold down while pressing C 
and send any opponent skidding along the 
tarmac in your wake. 


Up movement + C unleashes 
a back-hander punch 

Down movement 

+ C lets loose 

a vicious 

shin-breaker 

kick 


YOUR STANDARD WEAPON is the punch. It can 
he highly effective, but while slugging it out 
with opponents it’s easy to get knocked off 
yourself — so time your blows carefully. 


YOU CAN only get your hands on the club by 
grabbing it from another rider. Repeatedly press 
C if someone attempts to club you and you'll be 
able to snatch it from him. It's then yours for 
the rest of the race. 


Pauses game 





bikes as the game progresses, so the trick here is 
to keep a couple of steps ahead of them. 
Passwords can help here. 

As for riding ability — well you're just going to 
have to get by on your own ... 


cracking’ the 
codes... 


OK, so we've given you codes to get to all the different levels of 
faces. But you can tailor your own codes to make life easier for 
yourself. Here's an example code (it’s made up, so don't take 
the trouble to enter it): 


Bi Dy & ee le | 
The first five digits represent your best positions over each of 
the five courses. In other words, you've finished first, second, 
first, seventh, and third. In order to progress to the next level, 

however, you have to finish in the top five of all races. 
The trick here is that as long as the five placings add up to the 
original total, you can change them as much as you want. So in 
this case, take three places off your seventh (changing it to a 

fourth) and add them to one of your first places (making it a 
fourth). Your code should now look like this: 


42143 10021 FT3IE 93TDQ 
You will now be promoted to the next level. 


Throttle 
Grabs the club from an opponent 
Unleashes a punch, back-hander, 
kick or club swing 
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Brakes 





EIGHT BIKES — but which are worth 
fishting® for? 
Some bikes offer superb value for money, others really aren’t worth the asking price. 


The trick is knowing which are which. So here they are, from the cheapest to the 
most expensive — with a rundown of how each of them behaves on the open road. 
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THE SHURIKEN 400 is the basic model that you 
start the game with. It's a bit short on top end, 
but accelerates and handles well. 


UPGRADE TO THE PANDA 600 as soon as you 
can. It's quick, it's relatively light and it's real 
smooth. 
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FORGET THE BANZAI 750. Save your money for 
better things later on. O.K., so it’s fast, but 
it's a nightmare trying to get it around the tight 
comers. 


THE PANDA 750 is a solid workhorse of a 
motorcycle that can take a few crashes before 
giving up the race. The Ferruci 850's better . 


BOAD-HASHH- 
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THE KAMIKAZE 750 wasn't named by chance, 
ya know. It's only seriously mental cases that 
would ride it. Save your money. 


BOAD-RASIF 


THE FERRUCI 850. A wonderful, high-speed, 
lightweight bike that takes corners like they 
were straights. 


BOAD-BRASHH- 


THE SHURIKEN 1000 has awesome power but 
corners like a runaway combine harvester (in 
other words, it doesn’t corner very well at all). 


BOAD-RASHH- 


THE BIKER’S ULTIMATE DREAM BIKE, the Diablo 
1000 is the only bike to have if you reach level 
five — so win some races and start saving! 


Road Rash eats 


After every race you will be given a new password enabling you to continue your game if you 

decide that you've had enough tarmac-crunching heroics for one day. There are five levels to 

Road Rash, putting you at the start of ever-lengthening races over the original five courses. 
But to save you having to complete all the races, here are some codes ... 


1. To get to level two armed with a Shuriken 1000: 


10000 


O01CMO 01435 


243DE 


2 To get to level three with the Italian-designed Ferruci 850: 


00000 


01VEO 


0129K 35E0E 


3 To get to level four with your faithful Ferruci 850: 


00000 O2TT1 


10A2J 45TOT 


4 To get to level five with a Diablo 1000 and thousands in the bank: 


43143 


067KO O1EVD 


571RQ 


5 To get to level five with a Diablo 1000 and gob-smacking millions in the bank (note the 
letter O as the third letter of the second code sequence): 


00000 


01000 


MTPNS 4NPBI 





Here's a welcome role change. In S HADOW @) F TH E 


this game, you get to play the 
part of a beast instead of a 
human hero! You only get to kill 
other beasts, though ... 


any years ago, on a moonless night, a small child was stolen away from his sleeping parents. His mysterious abductors carried 
him away to the evil kingdom of the Beast Lord. Imprisoned below the temple of Necropolis, over the years the boy himself 
became a beast. Until, one day, he witnessed the murder of his father at the hands of the Beast Lord. Suddenly, after all his 

years of captivity, his mind clears and he realizes what he must do — destroy those who destroyed his and his father's life! 


— From start to finish... ge 


Hold on to your hats, adventure fans. Let’s start from the very beginning (a very good 
place to start) and work right through to the finish ... 


> FINDING THE THE KEEPER OF THE ORB 
ENTRANCE TO THE Ly 
UNDERWORLD 
From the start, head left. The 
baddies and boulders come on 
fast, so get ready to punch or 
kick them outta the way. When 
you get to the tree with “Home” 
written on it, enter the door into 
the underworld. 


DESCENDING INTO THE UNDERWORLD 
Q ONCE INSIDE, make your way downward and eventually go left 
until you find a section with deadly dripping water and axe- in 
wielders. Travel left, jump the gap, then collect the key. Now drop 
down the gap and go right to collect the energy potion. Now make 


your way back up a little and left until you find ... 


vat 
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e Left/right movement: Beasty e Pauses game 
walks left and right 
a eed 


e Up movement ; i }: f 
to enter a room ot. ue a 
Climb f - Q ae Ys 
upa \ er a 
Gaels ; DODGE THE KEEPER'S FLAME and crouch just by his hand. Wait fora flame to 
e Down pass overhead. 
movement to As soon as the keeper Jobs the ball in the air, stand up and punch the orb 
crouch as it lands. Duck quickly back down again and repeat the same process until 
e Climb down a the keeper is defeated. 
ladder 
POWERED-UP WITH A PLASMA PUNCH! 
DEFEATING THE KEEPER of the orb earns you a plasma punch — and you'll 


need it. But don't waste it ... yet. Make your way to the very top right of the 
underworld. Head right and you'll run directly into ... 


e Jump! = * Punch! 
e Kick! 
Fire! 
e Pull lever 





DEATH SKELETON! 


STAND ON THE LEFT of the screen (next to the 
stone pillar) and wait for the skeleton to 
tush on. 

Fire your plasma bolts at him and get as 
many shots in as possible. 

Hopefully, you'll kill him before he really 
goes crazy and rushes all the way across the 
screen killing you. You should be able to do it 
during his first two approaches. Once he’s dead, 
travel right into the next section. 


ONWARD AND UPWARD 


THE FIRST THING you need to do in this section 
is make your way directly to the top left of the 
play area. You'll know when you're getting 
close because you'll meet the bouncing eye- 
balls. To get past them, edge between each 
eyeball in turn, pausing in the gaps to wait for 
the next bounce and fend off any flying 
creatures that may come along. When you get 
to the far left, collect the key and then go back 
the way you came. Nothing else needs to be 
done here apart from finding the boss at the 
end. Incidentally, you'll find him in the lower 
right of this section. And he is ... 


HYDRASS THE DRAGON 
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THE SPIKES THAT COME out of the floor appear 
from left to right, so stand right next to the 
beast, crouch and punch his mouth while the 
first three spikes come out of the ground. Then 
move back left a little so that the final spike 
doesn't get you. Then when that last spike has 
sunk again, move right once more and get in a 





few more hits. This guy is pretty strong and 
takes a while to kill. 


OVERLAND TO THE CASTLE 
EEL eee 


YOU SHOULD NOW find yourself on the surface 
(you come out at the well). Make your way 
Tight avoiding and/or killing everything in your 
way. There are a few pillars of rock along the 
way, and if you punch these to pieces you'll 
Teceive some extra energy. When you reach the 
castle, don't go directly into the doorway or 
you'll find yourself in darkness. Go right a little 
and you'll see a torch. Jump to collect it and 
Now go into the castle. 


INSIDE THE CASTLE 
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THREE THINGS TO REMEMBER HERE. You need 
to find a spanner to deactivate the force field 
which bars your way to the boss and the exit. 
You need to find the plasma gun which will 
enable you to kill the guardian (and thus 
actually get to the next level), and finally you 
need to find the guardian. 

First off, find the spanner by traveling to the 
top right of the castle section. Next make your 
way to the very bottom left to find the gun (it'll 
take a bit of exploration, but keep at it. Now 
make your way right and up to get to the force 
field. Use the spanner to deactivate it and make 
your way to the right of the section to meet ... 


oo 


THE THREE-HEADED BEAST 


IF YOU FORGOT to get the gun, you won't be 
able to inflict any damage on this thing at all, 
and because of the way the castle is structured 
you can’t backtrack to the gun either — so 
you're trapped. 

To kill this beast you need to shoot the eye 
in the middle of its body. Wait a while until the 
lower head shoots, avoid the fire, then sneak 
between the heads and shoot the eye. Keep 
fepeating the process until it's dead. 


THE SCROLLING LEVEL 


THIS PART OF THE GAME is pretty much 
like a conventional shoot-‘em-up, with the 
scenery scrolling by as your beast takes to the 
air with its gun. When you reach the end of the 
level you'll need to defeat that ugly-looking 
thing below. The tentacle in the middle swings 
up and down. When the tentacle’s on the down 
stroke, sneak into the gap and shoot the head at 
the top. Then get out of there fast before the 
tentacle gets you. 
Repeat this process until it’s dead. 


THE FINAL CHALLENGE 


HAVING DONE ALL THAT you'll reappear outside 
the castle again. Now travel right until you 
meet up with the very final guardian. Stay to 
the left side of the screen so that the giant hand 
crunches down on that side. Quickly sidestep 
the giant hand to the right and do some 
standing-punches on the boss. When the hand 
Teappears, go back left and repeat the process 
until the boss is finally killed. 
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ROLE-PLAYING GANE 


SHINING IN THE DARKNESS 













This is one of the finest role-playing games you can get. Graphically it’s brilliant, and it plays 
like a dream. So get your hats on, gamers, and go kick some monster butt. 








ark Sol, an evil wizard, has gone and kidnapped a princess and hidden her away in his labyrinth. If you have enough gold, go 
to the weapons shop and get equipped. Visit the shrine if you want a dead party member resurrected or you simply want to 
save the game. The armory provides (surprise, surprise) armor. And the Alchemist will be able to furnish you with all the 
latest magic spells. Oh yes, and he also gives you energy-restoring herbs, too. 
No kidding, this is a HUGE game, so there's no real way that we can tell you here everything you ought to know. Instead we've done 
our best to tell you those things that you need to know most of all. 


Shining’ cheats 


* Go to a repair shop with a magic item 
that will lose power once it’s been used. 
If you have less money than the repair job 

costs, then after dropping off the object 
go to sleep and pick it up the next day — 

you’ll get a huge cash bonus. 

The vial of tears: get all the Arms of Light 
and visit Jessa in the castle. Theos will 
gather her tears when she cries. Take the 

vial of tears from Theos. 


* Keep returning to the tavern in the 


village to get up-to-date information like 
the whereabouts of important characters. 


© see, 








ALL-IMPORTANT LOCATIONS 


THE FOLLOWING ARE SOME OF THE LOCATIONS OF THE MORE IMPORTANT AREAS OF 
THE GAME. THIS SHOULD MAKE YOUR PASSAGE THROUGH THE EARLY STAGES OF 
THE GAME MUCH LESS PAINFUL! 


LEVEL ONE 


CAVE OF COURAGE 
Stairs down to get to the boss —- 10S, 9E 


CAVE OF TRUTH 
Use the fake idol — 7S, 23E 


CAVE OF WISDOM 
Hole to fall down (which gets you to 
the end) - 10S, 18E 
Hole to fall down (which gets you to 
the lower level) - 13S, E 


WHAT A FIND! 


O.K., THINGS ARE GETTING A LITTLE TRICKY NOW. YOU'LL NEED CERTAIN ITEMS TO 
GET THROUGH THIS MONSTROUS QUEST AND HERE'S WHERE YOU'LL FIND SOME REAL 
IMPORTANT THINGS. 


LEVEL THREE 
Light Helm - 8S, 29E 
Light Shield - 9S, 1E 

Rope — 27S, 1E 


LEVEL FOUR 
Light Blade — 5S, 11E 
Cell Key — 13S, 9E 


LEVEL FIVE 
Light Armor —- 5S, 9E 


ROUTING OUT THE BOSSES 
OF COURSE IT’S ALL VERY WELL GETTING EQUIPPED, BUT YOUR PARTY WON'T BE 
GETTING VERY FAR IF THEY CAN'T EVEN FIND (LET ALONE DEFEAT) THOSE HIDEOUS 
BOSSES. SO TO MAKE THINGS EASIER FOR YOU THEY'RE LISTED BELOW WITH 
THEIR LOCATIONS. 


KAISER CRAB - 18S, 12E 
GILA (CAVE OF STRENGTH) - 21S, 7E 
TORTOLYDE (CAVE OF COURAGE) - 17S, 4E 

DOPPLER (CAVE OF TRUTH) - 7S, 21E 

GRIM WALL (LEVEL ONE) - 20S, 16E 
BLACK BONE (LEVEL THREE) - 27S, 19E 
DARK KNIGHT (LEVEL FOUR) - 13S, 7E 

DARK SOL (LEVEL FIVE) - 11S, 15E 


RED MAGIC WALLS 


IT'S ALL VERY NICE HAVING A STROLL AROUND ONE OF THE CAVES IN THE GAME, 
BUT YOU DON'T WANT TO BE WANDERING AIMLESSLY AROUND THEM FOR THE REST 
OF YOUR LIFE, DO YOU? NO. SO WHAT YOU NEED TO DO WHEN YOU WANT TO EXIT A 

CAVE IS FIND ONE OF THE RED WALLS. HERE'S WHERE YOU CAN FIND “EM. 


CAVE OF STRENGTH - 27S, 13E 
CAVE OF COURAGE - 6S, 25E 
CAVE OF TRUTH - 6S, 17E 
(use the orb) 6S, 26E 
CAVE OF WISDOM - 13S, 20E 


WHERE TO FIND THE 
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DON'T FORGET TO USE THE MEDALLION AT THESE LOCATIONS. 


LEVEL TWO - 21S, 24E 
LEVEL THREE - 23S, 18E 
LEVEL FOUR - 11S, 5E 
LEVEL FIVE (use vial of tears) — 26S, 4E 


ooe 
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Up/down/left/right movement 
takes your team around the 
labyrinth and high- 

lights choices 

on the menus 


Call up the action menus and 
select highlighted choices 








The fastest, smoothest and most 
popular computer game character of 
all time takes on the evil 
Dr. Robotnik. Let's take Sega's spiky T [-| E | E D G E H e) G 
speed-merchant out for a spin:.. 
r. Robotnik has imprisoned innocent animals in robot shells, forcing them to help in his bid for world domination. Sonic The 
Hedgehog was the only creature fast enough to escape his traps and must now fight alone to free his friends, track down 
Robotnik and destroy his laboratory. 
The action takes place over six stages of action, each with three acts. That adds up to 18 levels of spikes, traps, puzzles and 
danger to be negotiated before Sonic’s quest can be completed. 


Luckily there are a few tricks and cheats available to help our hedge-dwelling 
dastardly forces of Robotnik, and we can show you how to beat all the bosses. 


WANT TO START ON A DIFFERENT LEVEL? 
Power up your console, wait until Sonic starts waving his finger on 
the title screen, then hit the following keys in the following order: 
Up. down, left, right, then press and hold A, and then press start. 


GREEN HILL ZONE 


Wen 


MARZLE ZONE 
STAR LIGHT ZONE 
SERAMG BARD TERE 


BcRAr ERASE RORE STAGE 


2 
3 
2 
2 
3 
z 
2 
3 
2 
zz 
3 
2 
2 
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NAL ZONE 
CAL STAGE 
SELECT 


Now use the following master code to access all sorts of weird and 
wonderful options. As before, use this code when Sonic waves his finger 
on the title screen: 


Up. €, down, C, left, C, right, C. Now press and hold button A before 
pressing start. And now you can do the following... 
TO CHANGE SONIC INTO A BIZARRE OBJECT 
Once you've done the above, pressing button B will change Sonic into 
different characters and objects. 
TO PRINT OBJECTS ON THE SCREEN 

Once you've changed Sonic into an object (a ring is best) move the 
object around the screen with the directional-pad and press C when 


Up movement: when standing 
still, Sonic looks up to see 
what’s above him. 


you want to print an object on the screen. You can't do this forever, 
but at least you can print a load of rings and then turn back into Sonic 
and collect them all. 


MEGA POINTS BONUS! 
Finish act one or two of Green Hill Zone in less than 30 seconds to earn a 
whacking 50,000 points bonus! Mastering this little trick is more than 
plenty to send your high scores breaking through any previous bests. 


Push down while, 
moving, and 
Sonic will curl 
into a ball for 

his special 

super spin 
attack. Push 
down while 
stationary, Sonic 
looks down to see 
what’s below him. 


Sonic jumps! 
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The third act of each stage finishes with an encounter with Dr. Robotnik. He’ll fly onto 
the screen armed with a wide selection of mechanical hardware designed to turn Sonic 
into hedgehog pie. Here’s how to get the better of him each time, and tips for getting 


through the levels leading up to your clash with the mad Doctor himself. 


GREEN HILL ZONE 

THE FIRST STAGE is the easiest by far, so either 
take time out to collect more than 100 rings and 
get to the special stage or race through the first 
two acts as fast as possible for a massive 
points bonus. 


Wait underneath one of the platforms until 
Robotnik (and his evil swinging ball of doom) 
starts to fly away from you. Then quickly jump 
on to the platform ... and super spin attack 
Robotnik’s space ship. As soon as you fall to 
the ground, run back to your hiding place 
underneath the platform. Simply repeat this 
process six times. 


LABYRINTH ZONE 

THE TOUGHEST LEVEL of the lot. Never pass an 
air bubbler without taking a gulp of air — stick 
to this rule and you'll never run out of air. Also 
look out for spikes on chains attached to the 
walls and time your runs carefully. 


Dash left to collect a shield before taking on 
Robotnik, then move toward where he’s hover- 
ing on the right of the screen. Don't hit him, but 
follow as closely behind him as possible as he 
tises ... Underwater less haste, more speed — 
that's the key to success. You can survive 
longer underwater than you think, so don't 
panic when the water goes over your head. 


MARBLE ZONE 
THERE ARE A WHOLE LOT of secret rooms to he 
discovered underground in the depths of the 
Marble zone. Try jumping into the sides of walls 
and take time out to look around — persevere 
and you'll be rewarded. 


SUDFE Seed 200 
TIME: 
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As soon as Robotnik’s decided which side he 
intends to drop his lava on, jump to the other. 
As he flies back toward you, jump and hit him 
as he flies over the center of the pit. Land on 
the same platform you jumped from, then quick- 
ly leap across the lava pit to the other platform. 
By the time you arrive, the lava will have dis- 
appeared. Repeat until Robotnik explodes! 


STARLIGHT ZONE 

HEAD UP whenever possible and you'll discover 
the quickest route to the finish line. Also, if 
you're at the top of the levels you reduce the 
tisk of falling off the bottom — the main danger 
in all three acts. 


Dodge Robotnik’s bombs until you've worked 
out the pattern. When you've worked out where 
Robotnik’s bombs will fall, jump on the seesaw 
as soon as the bomb lands ... sending it 
straight back up to where it came from — scor- 
ing a direct hit on Robotnik’s space ship. Eight 
hits like this and Robotnik calls it a day for 
another battle. Only one more stage to go! 


SPRING YARD ZONE 

SPRING YARD isn’t the toughest level, but it's 
hard work collecting enough rings to get to the 
special stage. Take your time, always look 
before you leap and don't be tempted to sacri- 
fice a healthy number of rings on a “do or die” 
bonus hunt. 


Stand on the far left of the blocks and wait until 
Dr. Robotnik stops above you. You've got to 
move fast, or else you'll end up spiked, so 
quickly run to the right ... As Robotnik swoops 
to spike the block where you were just stand- 
ing, jump up and hit him. It's possible to get 
two hits on him before he'll fly away. Now wait 
on the far left block and repeat the process. 


SCRAP BRAIN ZONE 

THESE ACTS ARE TOUGH, but most of the 
obstacles just take time — there's no real 
danger of dying. Dash past the exploding robots, 
time your runs past the flame throwers and if 
you see a teleport — jump in it! 


Stand in the middle of Robotnik’s laboratory, 
and wait until you can see which pistons are 
going to fall. Dodge to avoid them, then jump up 
and get a hit on Robotnik. When the energy 
bolts form and begin to descend, stand between 
the bolts with the largest gap between them. 
The bolts will home in on you, but will pass 
safely either side of you. 


Imax out your ves! 


On act three of Green Hill Zone there are two 1-ups and more than 100 rings to be found. 
So without hitting a restart point collect the 1-up from the top of the loop-the-loop, the 1-up from underneath the water- 
fall at the end of the act and grab more than 100 rings. Now commit suicide and start the level again. 0.K., so you've lost 
one life but you gained three. You can nowrepeat this process as many times as you want until you have enough lives! 





The dynamic Sonic The 
Hedgehog is back with the 
evil Dr. Robotnik. There are 
also more puzzles to solve. 


SONIC THE 
HEDGEHOG 2 


lot of gamers are familiar with Sonic the Hedgehog and mastered the first game pretty fast. But Dr. Robotnik’s 
been training for the next encounter and is now more determined than ever to prevent Sonic's escape. There are 
more levels, a tougher bonus stage and more baddies, as well as adventures underwater, underground, and in the 
air. So get ready to start running, spinning, and jumping and let's go! 
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Your boss-by-boss guide to getting through Sonic The Hedgehog 2 ... 


EMERALD HILL ZONE 

THERE ARE TWO acts to negotiate in Emerald 
Hill Zone, the second of which climaxes with 
Sonic's first encounter with the new-and- 
improved Dr. Robotnik. 


Wait around in the center of the screen and 
bounce on Robotnik’s head twice as he drives 
past. Repeat this action. When the spike on the 
front of Robotnik’s car is fired, you can be con- 
fident that you've almost beaten him. 


CHEMICAL PLANT ZONE 

AGAIN, THERE ARE only two acts for you to 
deal with in Chemical Plant Zone but there's 
pink water all around you in this level, so Sonic 
has to be real careful not to drown. 


Robotnik will do his best to drop blue gunk on 
Sonic's head. Be careful of the revolving plat- 
forms. Stand in the middle and while Robotnik 
is refilling his tanks, get a couple of hits in. 
Eight hits later and Robotnik will be finished. 


AQUATIC RUIN ZONE 

STAY AT THE TOP of the levels for both of the 
acts in Aquatic Ruin Zone. This way you'll find 
a lot of the underwater sections can be avoided. 


As soon as you enter the boss battle zone, jump 
on top of the pillar on the right. When Robotnik 
flies over, hit him and then jump down to the 
safety of the floor. When he flies back again, 
jump back on your platform and repeat. 


CASINO NIGHT ZONE 

HERE ARE PLENTY of chances to win (and lose) 
tings in the assorted fruit machines which are 
all around the levels — it’s just a question of 
throwing a hedgehog into the works. 
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Use Sonic's dynamic spin from a crouch to get 
up onto the top of the giant pinball table. 
From this vantage point you can come 
crashing down on the nasty Dr. Robotnik’s 
head — and that hurts! 


HILL TOP ZONE 

HILL TOP ZONE recalls Green Hill Zone in the 
first Sonic The Hedgehog game — but there’s no 
time to get nostalgic. There's fire underground 
and Sonic has got to do his best to avoid it. 


As Robotnik appears, try to get six bounces on 
his head. Then it’s time to hurry away to the 
safety of the far left side of the screen. Bounce 
on Robotnik when he appears on the other side. 


There was a rumor that the level select cheat 
in the original Sonic The Hedgehog became the 
most well-known game cheat of all time. But 
this time around there's been a new code to 
work out. If you haven't got it, here goes: 


LEVEL SELECT: 

Before starting the game, go to the options 
menu and play the following tunes on the 
sound-test: 19, 65, 09 and then 17. When you 
play the last song you'll hear a ping. Press 
start to go back to the title screen, hold button 
A and press start to get to the level select. 
ee SUPER SONIC CHEAT: 

Enter the level select and on the sound-test 
play tunes 04, 01, 02 and then 06. Now select 
your level and play the game as usual. When 
Sonic has collected 50 rings, press B + C 
simultaneously and Sonic will change into 
Super Sonic! 
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MYSTIC CAVE ZONE 

THIS IS A TOUGH level, so forsake the special 
stage in the second and final act and instead 
keep a good supply of rings at home for your 
encounter with Robotnik. 


Run to the far right side of the screen, avoid the 
pointed blocks that fall from the roof (the other 
blocks won't harm you), and wait for Robotnik 
to fall through it. Then give him a thorough and 
well-deserved bouncing. 


OIL OCEAN ZONE 
DON'T FALL into the polluted waters here — 
and take your time. 


As soon as Robotnik appears, get a couple of 
hits in. Then run to the far right of the platform 
on the right and jump upward at the very 
last minute to avoid the tail. Be ready to duck 
or jump over each of the three laser bolts fired 
at you. Repeat the process. 
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SKY CHASE ZONE 

SONIC THE HEDGEHOG is flying on the wings of 
Miles’s plane in the Sky Chase Zone, and all 
he's got to do is destroy the smaller turtles that 
are riding on top of the big guys. Easy really ... 


Don't forget to collect as many rings as poss- 
ible at this stage — you may find that you 
need them later on. 
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METROPOLIS ZONE 

THERE ARE THREE acts to negotiate before you 
get to take on Robotnik again. It takes time, but 
you've almost finished — so persevere. 


Jump over the spinning satellites and wait for 
Dr. Robotnik’s ship to pause. Hit it on the 
underside, then strike the spin-off ship. After 
you've hit all the satellites, Robotnik will fire 
a laser gun at you. Simply jump over it then 
give him one more bash. 
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WING FORTRESS ZONE 

SONIC HAS A LOT of exploring to do to collect 
enough rings to get to the special stage. Don't 
he frightened if he gets caught in a propellor 
draught — he'll usually be blown to safety. 
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Wait up against the wall the way Sonic demon- 
strates here. He's safe from the moving spiked 
platforms, but not the laser beam. So when the 
beam is about to stop, Sonic must move fast to 
try and get a couple of hits in. 


DEATH EGG ZONE - PART 1 
HERE SONIC FINDS himself fighting a metal 
feplica of himself. Just remember that the 
spikes on the metal Sonic's back will hurt you, 
so only attempt to hit him on the forehead. 


Hit the Sonic replica as he stands in the 
corners, and then jump over him as he runs 
across. Be warned, sometimes he jumps across 
instead of running! 
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DEATH EGG ZONE - PART 2 
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THE FINAL CONFRONTATION with Dr. Robotnik — follow these stages. 


Left/right movement: Pauses game 
Sonic runs left or right 

Up movement: 

Sonic look up 

Down movement: 

Sonic crouches 

or super spin 

attacks 


Run to the far right until Robotnik locks on target. Quickly run a couple of 
inches or centimetres to the right. Bounce on Robotnik’s chest as he dips on 
landing. Immediately run all the way to the left. Repeat the same process 


{in mirror image) from the top. 
Sonic jumps! 





SPIDER-MAN 


VS. THE KINGPIN 


All Spider-Man wants is to sit at home with the wife and watch T.V., when the evil Kingpin 
hatches a plot to destroy both him and New York. 





pidey’s got a problem and that problem's name is the Kingpin. Hell bent on running New York and killing Spider-Man, Kingpin 
has come up with an ingenious plan that'll solve both problems at one go. 
He has successfully conned the folks of New York into believing that Spidey has planted a bomb that will go off in 24 
hours. Spidey decides that he must find the bomb, defuse it and get the Kingpin 
The Kingpin has hired all Spidey’s old enemies and they're all out to get him. It’s going to be tough and he’s only got the 24 hours 
But if anyone can do it, your friendly neighborhood Spider-Man can. 


ee The Five Fearsome Foes ~— 


The Kingpin has enlisted the 
aid of five of Spidey’s arch- 
enemies to help get rid of him 
and he’s also given each one 
a key. Spidey must fight each 
one and take the key. Collect 
all five keys and he’Il be able 
to defuse the bomb and deal 
with the Kingpin. 
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Fires your web with a single 
press and also fires a 
swinging 


e Pauses game, letting 
you choose to 

go home, 

strand insert a 

when 4 key or 
jumping, : make 
It also } a web 
selects shield 
whatever etc. 
you’ve 
chosen 
through the 
pause menu 
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DOCTOR OCTOPUS 
SPIDEY’S OLDEST ENEMY and he's no pushover. Swing toward him and let go so that 
you land right next to him. No need to mess about with a web, just keep pummeling 
him with punches and he'll soon be ‘armless (ha, ha, ha!). Oh, and don't forget to take 
a photo. Also remember that web fluid costs money, so go easy. 







































e Punches when standing, kicks when 
crouching and flying kicks when jumping 


Kicks and also sticks to any surface when double 
pressed and held down 



























$250 TIME 23 35 









LIZARD 
AFTER A LONG HAUL through a smelly sewer you really don’t want to face up to a 
tough fight. Thankfully the Lizard is pretty easy if you follow this tactic: 

Walk left slowly until your Spidey-sense goes off, then run left back to the edge. 
Crouch down and the Lizard will copy you. Stand up for a split second and then crouch 
back down again. Lizzie will run toward you and when he does you can fire your web 
at him. Repeat this process until he falls down dead. 

If you want some extra dough, jump to the left side of the screen while the Lizard is 
alive and Venom will attack you. Take a photo and you'll get an extra $100. 
























ELECTRO g 

HAVING SUSSED THAT THE KINGPIN is using a powerful electric source to transmit 
T.V. pictures, Spidey’s next adversary is Electro, who has the deadly power to control 
electricity. Whatever the outcome, this is gonna hurt like hell. 

Electro flies about on his electric cloud and he moves very fast. You need to goad 
him into the position shown and then fire your webbing at him. He also will send a 
current through the steel girders, so avoid these by standing on the hare patches of 
ground in between. Always use your web shield as well, so you can protect yourself 
from a hit, because he'll definitely hit you a few times. 


THE SANDMAN (AND THE ESCAPED GORILLA) 
THE GORILLA’S ESCAPED FROM CENTRAL PARK ZOO and he doesn't like spiders. He 
only comes on screen at a certain point and to cause enough damage to him you need 
to hit from a branch. Stand on the branch and when he jumps at you crouch kick him 
back down. He'll keep jumping, but you can only hit him every second jump. Also 
you'll get $50 for his photo as well. 

The Sandman is probably the toughest character, but thankfully to the right of the 
sand pit that he comes out of is a full-life icon. Grab this — you'll need it. 

You may have noticed at the start of the level is a water hydrant, and if you put 
sand and water together they don’t mix. Lure the Sandman back toward the hydrant 
and get him positioned in front of it. When he's there kick the hydrant and wash him 
away. This would be easy if it wasn't for Venom turning up halfway through to annoy 
you. Stay away from him as long as possible but still concentrate on the Sandman. 











THE HOBGOBLIN 
(A GIRL BIKER, AND VENOM AGAIN) 

ANOTHER DISTRACTION but this time it’s a girl and she’s a rider. Make a web shield 
and you can punch her three times, once each time she passes you. 

Now you've got to deal with the Hobgoblin. Not very hard himself but his pumpkin 
bombs are real deadly. Make a web shield and jump kick him when he comes in to 
attack you. Your shield can take two hits so always be ready to renew it. 

You've got the fifth key and you're now ready to face the Kingpin. But first it's 
Venom. He's after you and he’s not going to give up. Hit him with your web and put 
distance between him and you. He'll then jump over you and you should move in the 
opposite direction. Repeat this and he'll soon be history. 














THE KINGPIN 
(ELECTRO, LIZARD, HOBGOBLIN, VENOM 

AND THE BOMB) 

YEP, YOU THOUGHT YOU'D FINISHED but no, before you get to the Kingpin you've got 
to go through all the bad guys again. Use the same tactics as before and 
conserve your energy. s 

When you've finished (after finally beating Venom) it’s time to defuse the bomb. 
Stand next to it and watch to see which color is flashing then insert that colored key. 
Wait again for the flashing colors to settle down to one and then repeat this until 
you're finished. 

It's now time to face the Kingpin, and he’s the toughest dude on the planet. But not 
only is he tough but you've also got to save Mary Jane from falling into a vat of 
molten lava. Web the chain to temporarily stop it and then concentrate on the Kingpin. 
The only way to beat him is to jump kick his head — and don’t forget your web shield. 
He takes an absolute age, so be patient — soon you'll be a world-wide hero! 









Before you meet the Kingpin, investigate the maze and find the full web 
power-up that you will need to stop Mary Jane from falling into the firey pit. 


When you first get to the Sandman continue right to the edge of the 
screen to collect a full life power-up 









If you are in Nightmare mode (and let's face it, what other mode would an 








expert gamer such as yourself be in?) it’s possible to miss out completely most of 





the warehouse level. On the first pile of crates, swing on to the next pile and 
heat up the bad guy. Next swing over the Alsatian and land on the next pile. 
Now crouch and crawl through the crates to an encounter with Venom! 
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SPLATTERHOUSE Il 


This is possibly the most gruesome game that money can buy, but don't let the gore put you off 
helping Rik rescue his girl (Jennifer) and solving the mystery of the mask. 





nlucky Rik is in a bit of a quandary. His girl’s been kidnapped and you are the only one who can save her. Trouble is, to do this 
you must don the evil “Terror Mask”. You've run into this mask before and the rage you felt within yourself was totally 


terrifying. Can you face up to those horrible feelings again? 


LEVEL TWO 
EYE-EYE 


LEVEL ONE 
SLIME MONSTER 





You decide that yes, she’s worth it. And now only eight levels of gory action stand between you and the return of your 
true love. How sweet — shame the game's so violent really — it kinda spoils the romantic atmosphere. 


These end-of-level Suys are gross! 


Some of the beasts you run into on your journeys are truly disgusting, but the 
end-of-level bosses are even more gross. Just watch some of them when they explode. 
If you find a level too tough, then use the passwords to help you skip through the 
levels. But for those of you who like to play all the way through, here’s a level-by-level 
guide to each of those bosses. 


LEVEL THREE 


GRUESOME GREMLINS 











IT’S LEVEL ONE, and as you'd expect things are 
pretty easy at this stage. Just punch the 
ugly old Slime Monster once then jump away 
immediately to avoid his nasty acid saliva. 
Once the saliva’s faded away, jump back and 
hit him again. Keep on doing this and then 
when he starts to pulse, move away to safety. 


Splatterhouse 2 cheats 


With these passwords you won't have to repeat any levels. 


WHAT HOLDS THIS GUY UP? | sure don’t know, 
but beat him up anyhow. Hit the flying head 
that always follow the same pattern, then jump 
over the slime that flies out of his mouth. Hit 
him once, then repeat. When his eye starts to 
flash, you've killed him. Now stand back and 


watch the fun as he disintegrates ... 









Level two - EDK NAI ZOL LDL Level three - IDO GEM IAL LDL 
Level four- ADE XOE ZOL OME Level five - EFH VEI RAG ORD 
Level six - ADE NAl WRA LKA Level seven - EFH XOE IAL LDL 
Level eight - EDK VEI IAL LDL 











DODGE THE FLYING SHEARS and the chainsaw, 
then hit them so they fall to the ground. 

Pick up the chainsaw and use it on the 
gremlins. They need two or three “slices” with 
it in order to kill them — but be careful, there 
are more than two gremlins for you to deal 
with. Kill them all and they'll fall off the ropes 
in a big pile of slime. 

Now watch the middle of the screen and 
when the slimeball appears, slice it up with the 
aid of your weapon. The slimeball will explode 
and cover the room in its blood. Ugh! 
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LEVEL FOUR LEVEL SIX 
THE BLOB THING THE PIT 
THE PIT IS NOT REAL A BOSS. All you have to 


AND THE SPIDER 


do is walk to the pit and deal with everything 
that comes out of it. They all follow a similar 
pattern — you'll just have to trust your reflexes 
and be quick. When the snake-like creature 
comes out, hit it once in the head — and then 
that’s the end of the level. 


LEVEL SEVEN 

Ore DIAMOND 
A BIT STRANGE REALLY, as this is the only boss that doesn’t look particularly harmful. Don't 
forget, though, looks can be deceptive. 

Watch out for balls as they fly toward you — but one punch is enough to get rid of them. Once 
they've gone, punch the diamond. After a few hits, the diamond starts to get mad and throw some 
balls on the floor; these fire a lightning bolt upward, so stand in the gaps and keep hitting the 
diamond. Complete this and Jennifer will be set free. 

But this is not time for emotional reunions, the house is collapsing — so run away! 


LEVEL EIGHT 

Ore OCTOPUS 
YOU'VE MANAGED TO FIND A BOAT and you're 
leaving. But an octopus has other ideas. The 
octopus can keep up with the speed of the boat 
and starts to throw spears at you. 

Face the octopus and when it throws the 
spears, either squat kick or punch them. They'll 
fall onto the boat and then you can pick them up 
and throw them back at the octopus’ eye. Do 
this several times and you've made it ashore. 
It's all over! ... Oris it? 





TWO BOSSES HERE. Kill the blob and it'll turn 
into the spider. Each boss acts differently and 
so you'll need a different technique for each. 
The blob is pretty weak and the only thing 
you need to do is slide-attack him. Walk over 
to the door and jump over it. Wait until it slides 
back and jump over it. Land and punch right 
away. Then jump again as it slides underneath. 
Keep a solid rhythm going and you'll be 0.K. 
When it collapses in a heap and turns into 
the spider you'll need to be real fast. Crouch 
beside it and squat-kick it. Walk right, and THE FINAL GUARDIAN 
when it jumps toward you, squat-kick again. It Os: WHEN YOU THOUGHT IT WAS THE END 
takes about ten kicks to kill it, so keep at it. of the game, the final guardian appears. And 
he’s not too happy. There are several stages 


LEVEL FIVE to killing this object and none of them is 
Qu: MAD SCIENTIST easy, but here’s a hint: you basically need to 
concentrate on hitting the main object rather 


than what it chucks at you. Hit it enough times 
and it'll give up. The final victory is yours. 
Congratulations — you deserve it. 








© Left and right movement: 
Rik swaggers his way 
left or right 

° Down movement: 
Rik crouches 





THE BOSS HIMSELF IS NO THREAT — the only 
teal problem you'll encounter is from the bottles 
he throws at you. Time your jumps right and 
you'll avoid them O.K. Then just go up to him © Rik jumps! © (on its own) Rik punches 

and hit him once. That's it — his head will * (while jumping) Rik jump kicks 
explode and he'll fall to the ground. * (with crouch) Rik slides 








ACTION 


There are a whole lot of scrolling 
heat-‘em-ups around, but this 
has gotta be one of the best. 
The streets in this game are too 
tough for some to handle — it's a 


jungle out there. So check out 
these tips to stay ahead. 
















crime baron has taken over the city. Blaze, Adam, and Axel are the only three warriors prepared to face him and his thugs. So 
one or two of them (depending on whether you opt for a one- or two-player game) start on a journey through eight levels of 
solid beat-'em-up action. 

Having a friend help you out in a two-player game is just about the best form of support you can get. It's possible to 
execute all kinds of elaborate moves and combat techniques in cooperation with a buddy. But that doesn’t necessarily mean that a one- 
player campaign is doomed to failure: if you make the most use of all the weapons available to you, hold your ground, and fight like a 
cornered tiger, there’s a chance you might just make it ... 












it’s mean on 
the streets 






Not enough lives or continues to get you 
through? You need resurrecting. Here’s how: 






The streets in this game scroll in sections, so no matter how far right 
you try to move your character, you'll eventually come to a halt and 
have to defeat all the enemies before you're allowed to progress any 
further. So fight through each level gradually. If you only go a small 
distance right, you'll only get a few opponents on screen at once. If you 
go as far as you can, all the bad guys for that segment will appear and 
that means, especially on later levels, that you could be facing up to 
six opponents at once. 

As a general rule you should try to learn the enemy's attack patterns 
during the early stages, when only one or two appear at once and when 
they're much weedier. Then, when you reach the later, more difficult 
versions of these opponents, you'll be ready for ‘em. 





When you’re about to lose the last life of your 
last continue ... 
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Up/down/left/right 
movement moves your 
character around 
the playing area 





Press start on 
joypad number two 
so that the second 
player appears 
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Now kill off player 
one and you can 
continue with 
player two. Pretty 
sneaky huh? 



















Attack! 
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Calls for special back-up 


Jump! 
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At the end of each stage, Blaze, Axel or Adam have to take ona guardian barring the 
way to the next level. They’re tough, but here’s how to beat them 
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Boss one 

THIS BOOMERANG-THROWING menace is 
actually pretty easy to beat. Stick by him when 
he moves. When you get within range, give him 
a taste of your flying kick. He stops when he 
throws his boomerang so a good tactic is to 
wait until he throws it, rush up and pummel him 
while it's flying around, then move out the way 
so it doesn’t hit you in the back of the head. 


Boss four 

ANOTHER TRICKY BOSS — you'd be forgiven for 
thinking that this is impossible. The trick is to 
stick close. A simple (if wasteful) way to 
defeat him is to use back-up, fight like crazy 
until the next life is lost, then use back-up 
again. Otherwise stay at the top of the screen 
(his fire shoots diagonally down), then when he 
walks down screen, position yourself right up 
next to him and punch away. While in close 
contact, pull off as many attacks as possible. 
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Boss seven 

THERE ISN'T A BOSS on this level. It's just a 
fairly brief ride in an elevator up to the bad 
guys’ headquarters. Stay at the lower left 
comer for most of the time because this is 
where the enemies appear from. Keep punching 
and kicking to wipe out most of them as they 
appear. When bad guys drop down behind you, 
give them a couple of flying kicks to the right 
and watch them plummet. If you do get in 
trouble, call for back-up. 
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Boss two 

THIS IS POSSIBLY one of the most difficult 
bosses you'll encounter. The trick is to stay at 
the top of the screen, keeping the boss below 
you (if you're the other way around, you'll soon 
die under his relentlessly clawing hands). Stay 
above and slightly in front of him, and gradually 
edge toward him. When in range, punch like 
crazy. You're also gonna take some hits! 
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Boss five 

THE FAIRER SEX? No way! These two “gentle” 
females are gonna kick your butt. They leap 
about all over the place and at first it seems 
impossible to get a hit on them. But persevere 
and remember that it’s the first person in the air 
who will usually come out scoring the hit. Keep 
your distance, then as they approach, anticipate 
their jump and jump first. With any luck, your 
flying kick will pay off. It takes an age, but 
eventually they will screech to their deaths. 


Boss three 

EASY! Just stay horizontally in line with him. 
Just as he's about to charge, do a flying kick. 
This sends him flying right again. Keep doing 
this, and you can simply make contact with kick 
after powerful kick until he’s defeated. 
Incredibly simple if you time it right. 


zonncz7002,.3 3.1 11 


Boss six 

IT'S THAT Edward Scissor Hands clone again, 
and this time he’s brought his twin brother. 
Same tactics as before, only this time you'll 
have to look out for the other guy. You'll 
definitely need to use back-up at some stage. If 
you struggled with the single claw-hand, you'll 
have real problems here, so play through the 
first two levels a few times just so you can 
practice your attack methods against this guy 
the first time he appears. 


Boss eight - The Final Encounter 


MR. BIG will ask you if you want to be his right-hand man. Tell him where to stick it (if you say “yes”, you're 
returned to level six). Then a few of his cronies come on. Battle away against these for a bit, then the big man 
himself will stand up and produce a machine gun. He'll stand at either the upper left or upper right of the screen 
and spray gunfire around the room. Stand beside him. Then, when the spray of fire gets near, do a flying kick at 
him. This will both protect you from the bullets and, hopefully, knock the big guy over. When he gets up he'll 
move around to the other side, so simply repeat the process until he’s dead. 
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STREETS OF RAGE II 


One of the biggest and best heat-’em-ups of all. Read on for the best tricks and tactics to use. 








his game isn’t too difficult to complete, so instead of just concentrating on getting through the levels, here are the best 
moves for each character along with how to deal with the last four bosses. The most difficult boss is Mr. X in the final 
level: prepare to meet all the bosses you thought you'd already defeated during this part of the game. A lot of the 
moves take a little working on, so wise up by following these tips. 
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In general the best moves deal the most power or can clear a path through a number 
of opponents at one go. Here’s how to operate each character to its full potential. 











Axel 


Axel, the blue-eyed blond, has some 
awesome moves ... 


Max 


Max may look clumsy but he punches 
hard and moves surprisingly well. 









ADVICE 
© Hit button A to get Axel out of trouble. His Dragon Wing punch is devastating. 
© Use Axel’s Dragon Smash with caution. It's good for getting bosses, but in a big 
fight leaves you open to attacks from behind while the move is in operation. 
© The Grand Upper will propel Axel forward and, timed right, can knock down 
several opponents at once. 
© Make sure you have enough space to execute kicks. 






Max's Thunder Tackle gets him out of trouble. It moves him across the screen 
knocking down everything in its path. 
© If low on energy, use the Power Slide instead of the Thunder Tackle. 
© Don’t try to jump and attack, he’s too slow and heavy. 
© If an opponent gets too close, grab him and use a Thunder Body Slam, German 
Suplex, Atomic Drop or Brain Buster. 
















MOVES 
WHILE FACING AN OPPONENT: 
© Dragon Wing: Stand still (no joypad movement) and press button A. 
© Dragon Smash: Move toward the thug and press A. 
© Grand Upper: Make two quick movements toward the thug then press B. 
© Stand Kick: Stand still and press C, then B. 

© Jumping Kick: Move toward the thug and press C, then B. 
WHEN HOLDING AN OPPONENT: 

© Blows with your knee, a throw, Head Butt or Super Slam are 

all very effective. 
© Knee-Kick Fury: Press toward the thug and press B repeatedly. 
Head Butt: Stand still and press B. 
© Super Slam: Press C to jump over the thug, then B to slam. 
© Back Throw: Grab someone and press in the opposite direction, then press B. 


MOVES 
WHILE FACING AN OPPONENT: 
© Knuckle Bomb: Stand still and press button A. 
© Thunder Tackle: Move toward the thug and press B. 
© Power Slide: Make two quick movements toward the thug, then press B. 
Hammer Punch: Stand still, then press C to jump and B to punch. 
© Drop Kick: Move toward the thug and press C, then B. 
WHEN HOLDING AN OPPONENT: 
© Thunder Body Slam: Press C to pick up and B to slam. 
German Suplex: Press B. 
© Atomic Drop: Press B, then C. 
© Brain Buster: Grab someone and press in the opposite direction, then press B. 
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Blaze 
Blaze is the best all-rounder and is good 
at kicking and jumping. 





ADVICE 
Use the Kikousho against bosses. 
© The Grand Slash, Roundhouse and Jumping Kicks are all good. 
© Blaze’s 360 Sweep is probably the best reverse move in the game. It will knock 
down the best and make a hole in a crowd. 
© Don't throw using Blaze — she’s too slow. Don't use the flurry technique 
either — it's just too weak. 





MOVES 
WHILE FACING AN OPPONENT: 
© Embukyaku: Stand still (no joypad movement) and press button A. 
© Kikousho: Move toward the opponent and press A. 
© Grand Slash: Make two quick movements toward your opponent then press B. 
© Roundhouse Kick: Stand still and press C, then B. 
Jumping Kick: Move toward your opponent and press C, then B to kick. 
© 360 Sweep: Press B and C simultaneously. 
WHEN HOLDING AN OPPONENT: 
© Throw: Stand still and press B. 
© Back Drop: Press C to jump over your opponent, then B to slam. 
© Sacrifice Throw: Grab someone, press in the opposite direction, then press B. 





Skate 


Skate is Adam’s brother. He’s got all the 
right moves, including fast special moves. 








ADVICE 
© Skate’s not so good at fighting close up. His jumping, kicking and Head Butts 
don’t work too well either. Back off and concentrate on long range attack. . 
© His best move is the Migraine Punch. He's also got a mean Neck Throw. 


MOVES 
WHILE FACING AN OPPONENT: » 
© 360 Spin: Stand still (no joypad movement) and press button A. 
© Corkscrew Kick: Move in the direction of the thug and press A. 
© Dynamite Butt: Make two rapid movements toward the opponent then press B. 
© Standing Kick: Stand still and press C, then B. 
© Jumping Kick: Move toward the opponent and press C, then B. 
WHEN HOLDING AN OPPONENT: 
Head Butt: Stand still and press B. 
© Neck Throw: Press C to jump over the opponent, then B to throw. 
© Migraine Punch: Grab someone and press in the opposite direction, then press B. 
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Once you’ve mastered all the moves, the 
bosses should be no problem. 


STAGE 5: 

THE SHIP 

R. Bear 

ALTHOUGH THIS GUY is fat, he is real 
strong, so don’t get too close. Jump in, 
get a few hits, then jump out again. 


STAGE 6: 

JUNGLE 

Souther 

IGNORE JET and concentrate on Souther. 
Jumping Kicks work best, and throw him 
whenever you can. Watch out for his 
spinning jumps! 


3 STAGE 7: 
MUNITION’S PLANT 
Molecule and Particle 
PICK ON THEM one by one, and use a 
couple of special moves (especially 
if you're Axel). 


STAGE 8: 
SYNDICATE 
STRONGHOLD 
Mr. X 

B GET READY to fight all the bosses you've 
already encountered. Then stay out of Mr. 
X's way and jump kick all you can — 
and avoid that gun! 






Up/down/left right 
movement walks your 
character around 
the streets 


Activates your special move 





Activates a normal attack 


Jump! 
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One man sent alone to Eastern 
Europe. His task: to represent the 
human race in a fight against an 
evil, alien invasion force. 


his cart offers maybe some of the most impressive game graphics you'll ever see. The sequence on the first level when Hiryu 
runs down the hill is practically arcade perfect — and the coin-op was stunning. The game starts off easy enough, but soon 
gets tough. It’s not just the end-of-level bosses that will give you a hard time, but the levels themselves. Unfortunately there 

are no infinite lives, cheats or level selects for this game, so you'll have to rely on your reflexes and the advice here. Good luck! 


HOW TO STRIDE LIKE A MAN! 


Each level has its own repertoire of bad guys to deal with, not to mention physical 
obstacles. Here’s the lowdown on how to take on the most difficult impediments. 
Round one, Kazafu, is purely straightforward. But here’s the information 
on how to tackle the rest. 


ROUND TWO - SIBERIA 

MOVE TO THE RIGHT AND PICK UP THE ITEM CONTAINERS. Continue right 
and right before the wall closes, do the sliding attack under it (if you 
don’t make it, either wait for your sword to return to its normal size, or 
stand back from the wall, hit it until it explodes, and slide under it). Once 
past the wall, you will be faced with Mecha Pon. 


Mecha Pon 
ASSUMING that you 
don't have a giant metal 
banana, you'll need to 
kill him. So jump to the 
ceiling (if you have the 
long sword), and contin- 
uously hit him. If you 
don't have the long 
oo sword, stand in front of 
him, and swing your sword as fast as you can. Eventually he'll explode. 
Climb up and out of the factory and destroy the enemy at the top. Once 
he is defeated, run down the side of the mountain (don’t jump or stop), and 
when you reach the bottom, jump across the chasm to the other side. Then 
continue to the right until you see a ledge that you can go up on. 
Memorize this area. Be careful not to get hit by lightning when the screen 
turns black. There's an extra life on the far left side of the screen. The exit 
is at the top, right above one of those bird-like critters. Jump from 
transporter to transporter to the flying fortress. Then tackle the baddies. 


Kuniang martial arts thugs 

CONTINUE hanging where 
you took out the gun, 
swing your sword, and 
you will eventually take 
out all of the thugs (they 
tun into your sword). 
Then head right, and take 
out the door and the thug 
behind the door. 


ROUND THREE - BALLOG 

MOVE TO THE RIGHT, DESTROYING THE ELIMINATORS. When you get to 
the top of the hill, do the sliding attack to avoid being hit by the cannon 
bullets. Then hit the wall to the right to make a hole appear. Drop down to 
the area with moving platforms, and continue down and to the right. When 
you see a hole in the ship, jump on the platform and take it all the way to 
the right. Then take the platforms up to the top of the screen. Look out for 
the laser shooters toward the top of the screen. Once at the top of the 
screen, jump up and you will be above the ledge, facing a bird-like 
creature. Kill the creature, and immediately jump up on the wall that is 
pushing you. Go all the way up to the top, and continue to hold up on the 
control pad. Eventually a hole in the roof will open, allowing you to climb 
the wall. When the wall gets close enough to jump, jump left and right 
until you reach the top. Once at the top, you will be faced with Slingshot. 
Kill him, and continue to the right. When you reach the wall, hit it and it 
will disappear, and you will be in the Chamber of Horrors. Continue to the 
right, and you will reach the Inversion Chamber. Avoid the grenades while 
continuing to the right. At the end of the Inversion Chamber you will climb 
down a hole — and be faced with Ballog's Secret Device. 


Ballog’s secret device 
TO DEFEAT ‘this enemy, 
jump and get a few 
“free” hits in, and wait 
for it to suck you in. 
Continue hitting it while 
you are orbiting around 
this huge creature. 
Eventually it will throw 
you against the wall. At 
this time pick up the container at the bottom of the screen, which contains 
a “Hi-symbol” (fills life gauge by one). Then wait for the creature to come 
around again, and jump up and hit it until it explodes. It takes approxi- 
mately 14 hits to defeat. This takes a lot of practice, so hang on in there! 
Once it is defeated, drop down to the bottom of the chamber, and there 
will now be a hole. Run down the tunnel and to the right and, at the last 
possible second, jump and land on the edge. Then jump up and hang from 
the bottom of the ship and continue to the right. When you see enemies 
above you, get up there and destroy them, and jump on the moving 
platform (like the ones in round two), with Captain Beard on it. Destroy 
him, and you will have completed this round! 











ROUND FOUR - THE AMAZON 
RUN TO THE RIGHT and continue to run over the bridge. Then continue 
right and jump onto the vine you see. Continue all the way right, picking up 
as many container boxes as possible. Climb the wall on the far right, and 
then continue left to the platform that looks like a vine. Jump up and go all 
the way to the right. 

When you reach the down side of a mountain, run down it, and about 
halfway down jump onto the vine. Then go all the way to the right, and 
when you reach the end of the vine, jump and somersault onto the tail of a 
dinosaur. Walk to the right on the dino’s back, and when you reach its 
head, jump and somersault to the next dinosaur. Walk halfway across the 
dinosaur and it will disappear — and you will be faced with Lago ... 


Lago 













Mecha Pon (Part 2) 

PUSH Mecha Pon (Part 
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ay Singing your sword at 

' Bs 4 him. He will hit you 








‘Jen 
r ra Fi every once in a while, so 
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Once you have won your battles there will be a lightning bolt over you. 












Lago (Part 2) 


r- ; LURE the lightning bolt to 


the far left of the plat- 
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TO DEFEAT Lago, stand directly in front of him. Right before he spikes you, 
jump and hit him on the head. Do this two times and he should be finished. 


ROUND FIVE - THE THIRD MOON 

START OFF BY KILLING the bird-like creature. Continue all the way right, 
Killing everything. When you see white vines, take out the creatures and 
continue right. Eventually jump and grab the ceiling and you will turn 
upside down. Continue right, and take out the spiders. Walk on the spear, 
and jump and grab the ceiling. Then avoid the spears coming from the ceil~ 
ing, while moving right. When you reach the end of the ceiling you will be 
faced with Ballog (Part 2). 


Ballog (Part 2) 


BASICALLY use the same 
technique as you did 
with the first Balog. It 
might be a good idea to 
walk around the perime- 
4 ter, and take out the 
spiders first. Then go 
after Ballog. It takes 
20—25 shots to destroy. 

Once it’s destroyed, drop down the hole (where the container was 
before), and hold down right on the control pad. You will land on a ledge 
with a container on it. Pick up the container and walk to the right. Drop 
down and pick up the long sword container. Stand with Hiryu’s left foot on 
the first grey pillar, duck down and continuously shoot at Novo Part 2. 
Continue to the right, taking out the bird-like creatures. Then you will 
be faced with a creature like the one in round two (at the top of the 
mountain). Take him out as quickly as possible, then continue right. 
Take out the bird-like creature, and continue right. You will then be 
faced with a dinosaur and Mecha Pon (Part 2). 












attacking Lago from 
behind. He'll die quickly 
and easily. 


Urobolos (Part 2) 
ONCE he is defeated, another lightning bolt will appear. Wait for Urobolos 
to appear. When he appears, jump on his back and take him for a ride! The 
more you jump around on him the less you will fall. When he turns around 
on himself, jump and grab the portion of his body above you to stop you 
from falling. This can be tricky, so keep practicing. Once you reach the 
second ledge with a red spike, kill Urobolos with carefully-placed blows to 
the head. Then you will be ready for the final boss. 













Grand Master Meio 
TO DEFEAT him, jump up 
and go left. You will find 
a long sword in a box. 
Duck down and swing at 
him with the long sword. 
He will hit you a few 
times, but if you are fast 
with the buttons, you 
will defeat him first. 



































Left/right movement: Strider 
swaggers left or right 
Down movement: 
Strider 

crouches 


Strider jumps Swings your plasma 


sword 
























Formula One Grand Prix motor racing — 
the most exciting motor sport in the world. 
You start this game as a low-ranking 

driver in an under-powered 
car. You aim is to become 
world champion. Here's how. 










In championship mode, you compete in 16 races following the route of the genuine 
Grand Prix tour around the world. These passwords will take you to any race you 
choose, culminating in a glorious world championship victory in Monaco. Race one is 
in San Marino. To get any further you'll need one of the following passwords: 

















uper Monaco G.P. offers you two games in one. 

Firstly there’s the arcade version set at Monaco, 

a three-race competition to find the fastest and 

best drivers. Secondly there’s the game proper — 

the world championship option. Over just one season you'll 
race around 16 of the world’s Grand Prix circuits, earn driver's 
points, challenge better drivers to join better teams and learn 
the art of high-speed motor racing. So slap in the cart, power- 
up, and head for the pits ... 





Race two - Brazil Race ten - Portugal 
0961 4003 0000 0200 ONLQ MD43 9008 0000 
O00N R123 4567 O9AB 000G KH23 4067 59AC 
OCDE FOOO 0000 0000 R8DE F808 0080 0080 
0000 0000 1200 FODE 0000 0000 9100 BE4D 









Race three - France Race eleven - Spain 

OF8A 8033 0000 0300 OMRR = QP73 9080 0000 
OOON R123 4567 O9AB 000K 0023 4H67 59CA 
OCDE F000 0000 0080 B8DE F808 0010 0001 
0000 0000 2100 5F8D 0000 0000 A200 9352 





















Race four - Hungary Race twelve - Mexico 

0J8D 9233 6000 cooo 1MV4 RRA3-~ 90E0 0000 
0000 7123 4567 O9AB 0004 0023 4167 59CA 
C8DE FOOoO 0000 0000 BS8DE F888 0010 00G1 
0000 0000 3200 759D 0GOO 0000 B200 054A 


Race five - West Germany Race thirteen - Japan 

OP9SH B533 6000 Looo 1v55 UTA3 9010 0000 
0000 7123 4567 OPAB 000K 0023 4H67 59CA 
C8DE Fooo 0000 0001 B8DE F898 0010 0001 
0000 0000 4200 ACF9 0000 0000 c200 DCc75 


Race six - USA Race fourteen - Belgium Sods oF-[e| Cetejaha fae) kK 
OVCH D633 FOOoO P0OoO 189B VVA3 90LO 0000 
000K N123 4L67 OPAB 000K 0023 4H67 59CA 
C8DE FOOO 0000 0000 B8DE FG98 0010 0001 
0000 0000 5200 EO9D 0000 0000 D200 3241 

















e Up movement to accelerate 
e Down movement 
to brake 


e Pauses game 













Race seven - Canada Race fifteen - Australia 

O5GH F733 0000 S000 HFC 21A3 90P0 0000 
000K N123 4L67 OPAB 000K 0023 4H67 59CA 
C8DE F800 0000 0080 B8DE FG9H 0010 0001 
0000 0000 6100 F7BA 0000 0000 E200 6AB4 


Race eight - Great Britain Race sixteen - Monaco 

OBHL HR33 7005 0000 1QJ1 42A3 90S0 0000 
000R K123 4067 59AC 000K 0023 4H67 59CA 
R8DE F800 0080 0000 B8DE FGSH 0010 0001 
0000 0000 7200 41D1 0000 0000 F200 65DA 











¢ Shift down a gear 




























¢ Shift up a gear ¢ Pit in! 








Race nine - Italy The start of next season... 
OHLM K433 9005 0000 4000 0000 0000 0000 
000G KH23 4067 59AC 0000 GGD5 3627 B14c 
R8DE F808 0080 0000 FA89 E000 0000 ooo! 
0000 0000 8200 5D53 0000 0000 G300 FAOF 









Note: the control configurations can be altered in the 
option screen, but the controls you see here are the 
most effective. 


















Tips to get you racing ahead! 
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SAN’ MARE 
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PRACTICE LAPS 
AT THE START of each new race, you're given the chance to practice on the circuit. 
Always take at least five laps getting used to the circuit, and mark down on paper 
what gear you have to change down to for each corner. This will change depending 
on which car you're driving so this process has to be repeated each time. You will 
then be able to race at the maximum speed possible. 
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AYRTON SENNA’S SNMGP 2 


All these tips also apply to Ayrton 
Senna’s Super Monaco Grand Prix 2 
(the sequel to this best-selling game). 
All the tips, that is, except the pass- 
words. Ayrton Senna’s SMGP 2 isa 
battery-backed cartridge, so there’s 
no need for passwords! Great for 
gamers, but not much use when 
you’re writing a tips book! 
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CHALLENGING OTHER DRIVERS 
ALWAYS ISSUE a challenge to a better driver, even if you don’t rate your chances of 
heating him. If you don’t issue a challenge, then you will be challenged next race 
and you'll risk losing your car. 


DON'T USE YOUR BRAKES! This may sound stupid, but by far the best way of 
slowing down is to slip down a gear or two. Braking is too sudden and too random to 
rely on — just work out what corners can be taken in what gears. 


GEARING UP FOR SUCCESS 
ALWAYS TAKE THE SEVEN-SPEED GEARBOX. 0.K., so it may take some time getting 
used to all the gears (and the control pad isn’t the best gearstick in the world ...) 
but as you can see from the picture, the increased top-end power more than makes 
up for any headaches you may suffer getting used to the system. 
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LOSE YOUR HEAD! 
IN ARCADE MODE, cross the finishing line in the 
top three pressing A, B and C. When your driver 
holds aloft his trophy, he holds up his head 
instead! Completely irrelevant, and not at all 
useful — but great to watch! 





Gorgeous graphics and animation may look great, but don't forget Taz is on a mission! 
Can you help him find the lost valley of the giant seabird and steal it’s egg to feed his starving family? 


nlucky Taz. All he wants is a quiet life, but does he get it? No, of course not. Him and his family are hungry and only an egg 
from a giant seabird will do. Trouble is, there aren't any around anymore ... or are there? 
Legends speak of an ancient valley where the giant seabirds still live and lay their eggs, so Taz is off to get one. 
You must guide Taz through all 17 levels and meet up with the seabird in a fight to the death for the egg. On your way you 
battle with bats, mingle with mice and parry with penguins all out to stop you on your quest to feed your family. Can you do it? 


Bashing the bigg bad boss fuys 


When you’ve battled your way through to the end of each of the levels, you’ll 
eventually come across an end-of-level boss. Learn the firing pattern and you should 
come out O.K. Follow these tips for Suaranteed success. 


Z8$70 Ou BADLANDS 


HERE COME BULL GATOR and Axl, trying to run over Taz 
in their pick-up truck, so watch your toes. Grab the 
invincibility star on the far right of the screen then spin 
at the pick-up four times and you'll have no problem. 
Alternatively, take up a bomb and throw it at the truck. 


7 ~ THE JUNGLE 
THERE ARE TWO end-of-level bad guys to deal with 


here. First off is the archery dude at the top of the rat 
tree and then there's the Weed-Ola plant. 


* Left/right movement walks * Pauses game 
Taz left or right fj 
© The jump button — 

the longer you hold 

it down the higher 

Taz jumps. This 

can also be used 

with a spin to 

make Taz travel 

farther along 

and over big gaps When you reach the top of the rat tree you can go two 
ways. If you go left you'll meet up with the Archer, if 
you go right you'll come across an invincibility star. So 
pick up the star and then head left. When the archer 
appears, spin to avoid his arrows and then spin in his 
general direction. If hit, he'll flash white and then go 
back to firing more arrows. Repeat this process several 
times and he'll go. 


* Ais for action. This button will * Button B will make Taz perform his deadly 
do an appropriate action needed __ spin attack, and while he does this he 
for that level. In the factory it can’t be hurt. So be brave, and go for it 
pulls the switches but in the 
mine cart it extends the cart 
over obstacles 
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Although the end-of-level bad guys are tough, the real 
problem with Taz is working out the platform routes and 
techniques you need to finish a level. Arguably the two 

most difficult ones are the mine cart and the lever- 
operated elevators. But here’s how to start and, more 
importantly, get out the other side. 


There's more help available when you get to 
" Weed-Ola, but not in the shape of an invincibil- 
ity star. Pick up the bag of No-Weed but don’t 
eat it. Walk right and when Weed-Ola is 
awake, throw it. There's another bag just right 


of the plant, so pick it up and do the same. 
When you're all out of No-Weed, just jump spin 
at the head three times and that's it, no more 
Weed-Ola. 


ey TAZTEC RUINS 
( 


WANT A CHALLENGE? Then you've come to the 
right place. Work your way through the maze of 
the ruins and you'll come up against a live 
stone statue of yourself. Taz, holds up his “Uh- 
oh” sign, and he's right to be concerned. 

This statue has exactly the same skills as 
you do, so you need to time your attack well. 
Spin at the other Taz when he's not spinning 
and then stay well away from him. Spin from 
left to right and then right to left. Attack when 
he’s stationary then keep your distance. 


THE GIANT SEABIRD NEST 


> 


YOU'VE DONE IT! You've found the lost valley 
and the egg. But mother doesn’t want to give it 
up. No siree! 

Stand on the right platform, then when the 
seabird opens her beak, spin jump at it. Angry 
at being hit, she'll then try to smack you with 
her wings: first from the right then the left. 
Dodge these by spinning and then start the pro- 
cess over again. The more she gets hit the more 
she tries to use her wings, so watch out for 
more than one swipe. Beat her and get ready for 
the hilarious surprise ending. 


MINE CART 


SOME JUMPS need to be taken at top speed, others 
you need to slow down for. Follow these instruc- 
tions and you should be O.K. The arrows on the 
course give you some warning of what to expect, 
but you need to react faster on some than others. 
The traffic lights before the jumps could give you 
some indication of whether you should slow down 
or speed up, but you go too fast to read them in 
time. In the following explanation, “very quick” 
means you only have a short time to get 
over the stump. 


Get in the cart and accelerate away over one 
easy stump and along the track. Jump over the next 
two stumps and then speed up to make a jump, 
speed up to make the next jump — and now it 
starts to get tricky ... 


© Quickly over one stump and then quickly again 
over the next, very quick over one stump and very 
quick over the next two. Quickly over one stump 
then speed up over the next jump, slow down and 
fall off the next jump, then do the same at the next. 


© Speed up over the next jump and as soon as you 
land, very quickly jump over one stump. Quickly 
Over one stump, quick over the next one, then very 
quick over one, very quick over two, quick over one 
and speed up for the jump. Finished! 


MORE LIVES EQUALS MORE FUN 


THE ELEVATORS 

THERE'RE MANY ROUTES and elevators that you can 
take, but only one way out. Use this route and 
watch out for the mice ready to spike you when you 
come out of an elevator. 


© Start and go right into the lift. Go up and then 
right again into the next one. Up then left. Up again 
but right this time instead of left, up again and left. 
Up all the way to the top and then left, up again and 
you'll see the Taz milestone. Left then down and 
right to the edge. 


© This section will take a lot of practice as it 
involves spin jumping at the right time over the 
right distance. Stand on the edge and an elevator 
will go left and right. Jump on, and when at the 
right, jump spin onto an elevator going up and 
down; at the peak jump off and reach the next Taz 
milestone. 


© Go right, then down, then left. This elevator falls, 
stay on it right until the last moment and then jump 
off left. Walk left to the next elevator and it falls as 
well. Jump off right at the last possible moment. 


© Walk right and ride the elevator all the way 
down. Now stand on the edge and wait for the ele- 
vator on your right to come into view. When it 
does, spin jump right and you'll land on it. Ride it 
up to the top and then go right. This elevator 
responds to your jumping and you must jump about 
six times from the top of its bounce in order for it to 
bounce high enough. At the top get off and stop. 


© The next elevator moves in a figure of eight so 
wait and watch its movement before jumping onto 
it. When you're on it you need to spin jump when 
it's at as far right as it goes. Jump onto the next 
elevator and it'll fall away, jump right and that will 
fall away too, jump right again and then right again 
to finish the level. 


THE GOOD THING with Taz is, if you die the extra bonus items are still in the same place. So follow this 
tactic and you'll be laughing. On level two (Badlands) just after the bridge section and just before the end, 
you'll see a water container and a rock monster on a platform. Jump onto this platform and then jump on top 
of the monster. Now jump up and you'll reach a platform above you, keep going up and you'll see an extra 
life and a continue. Now collect these and die. Then you'll be able to come back and collect them again — 
keeping your number of lives stationary but increasing your number of reserve continues. 


SECRETS IN THE SNOW! 

ON THE LAST BLOCK of ice on the Arctic level, fall down 
with it and then jump downward. Instead of dying you'll 
find a neat bonus room with an extra life, a continue 
and some food! 
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TERMINATOR 











Terminator. 


HOW TO RACE AGAINST T 


Each of the four levels has a specific route through 
route, the better you’ll do. Just follow this ¢ 
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he Terminator game is loosely based on the film smash of 
1984 in which a Terminator has come back through time 
to kill the mother of the leader of the resistance. You 
play the human (Kyle Reese) who has been assigned to 
protect her and find a way to destroy the almost invincible 


From the Tech Noir nightclub and the Police station all the way to 
the steel works, the Terminator is following you very closely. Find the 
route through each level and then face up to Arnie waiting for you at 
the end. Rescue Sarah and save the future. Easy eh? 


The game of the film, this is one cart that's violent and it’s got Arnie in it: what more could you 
want? But the question is, can you rescue Sarah Connor from a grisly death — 


or will YOU be terminated? 

















1 LEVEL ONE - THE FUTURE 
Here you are in the year 2029 and the Terminator has already 
been sent back in time. You need to find the nuclear reactor, set a 
bomb and then find the time displacement chamber and get out. 

When you start you'll see the smart bomb icon appear in front 
of you. Grab the smart bombs and then (and here's the sneaky 
bit) run left back to the corner of the screen. The smart bomb 
icon will appear again. Do this until you have the maximum nine 
smart bombs. 

Now run right over the landscape to the ladder and go down it. 
Go left, watching out for the other Terminators as you go. Jump 
over the gap and go left, right to the end, pick up the smart bombs 
and go right. 

Walk down the steps and then down-left on the next set. Walk 
left and you'll see the mutant lawn-mower. Destroy this and walk 
left as far as you can go. Pick up the machine gun (depending 
on which skill level you're playing, the gun will be either here 
or nearer the start) and get ready to blow away some more 
Terminators. 

Now go right and back up the steps. Jump over the hole and 
keep going. Descend the next set of steps and keep going right. 
Go up the steps and go right again, down the steps and into the 
reactor. Set a smart bomb and run, 

Next turn right and up the steps, turn left and down the 
Steps, then keep going left and run up the steps. Jump right at 
the top of the steps and keep on running. Ascend the steps 
and the ladder will be in front of you. Come outside and run 
Tight into the time displacement chamber. 
















E AND WIN! 


and the faster you learn the 
ie and you’ll be O.K 







TIPS FOR 
TERMINATOR 
TRASHING 














































° Always wait for 
the extra time- 
bombs at the 
start of each 
level. 
















* When Reese is 
in his exo- 
skeleton at the 
end of the last 
level, don’t shoot 
the Terminator 
unless you really 
hhave to. 



























* A turbo joystick 
will come in very 
useful. 












° Always throw 
your grenades 
underarm: they 
fire quicker and 
Protect you from 
enemy fire. 

















* General advice: 
take the highest 
route when faced 
with a choice of 
direction. 














«& LEVEL TWO - GET TO THE TECH NOIR NIGHTCLUB 
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CLIMB UP AND OVER THE FIRST BUILDING AND KEEP GOING RIGHT. Up the second building and grab the pole and swing over. Run right (the big Arnie picture should 
now be below you) and keep on going. 

Dodge the missiles fired from the helicopter and grab the next pole. Jump over the small gap and then fall off the edge of the building. You should now be under the 
bridge. Carry on right through the waves of punks and cops to the telephone. 

Run right to the construction sight and through the maze of girders. Come out and go right and up the big ladder. Up again and then right off the edge. You should 
land on the corner of a building. Run along and jump off, into the Tech Noir nightclub. 

Walk into the Tech Noir and you'll come up against Arnie. Knock him over three times and you can walk past him toward Sarah. 


LEVEL THREE 
&) THE POLICE STATION 
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° Left/right movement: Reese Pauses game 
runs left or right ii | 
e Down movement: 
Reese crouches 
or climbs down 
a ladder 
e Up movement: 
Reese climbs 
a ladder 


° Reese plants a e Reese throws a grenade | 
time-bomb e Reese juMpS maa 


PRETTY EASY THIS. Go left and up the steps. Run 
right and along to the next set of steps. Turn left 
again to another set of steps. Go up these and then 
up the ladder to the roof. 

Run past the two helicopters to the ladder. 
Descend the ladder carefully, watching out for the 
fire-bombing punks and trigger-happy cops. Head 
right and down the ladder until you see Arnie. Knock 
him over three times and run past. Turn left up the 
big stairs and then left again to the kneeling Sarah. 


THE FINAL SCENE AND TERMIE IS DOWN TO HIS BARE BONES, SO TO SPEAK. Learn this route and success will 
be yours — no sweat. 

The trick with this level is to remember that you must blow away the Terminator five times before he loses 
his legs. So if you're walking along and he shows up, allow him to remain on screen but well away from you. 

At the start, head right over the set of steps. Carry on right and up the big set of steps (making sure that 
Termie is still behind you). Go right, down left on the steps and then down the ladder. Go right over the steps, 
up the steps, right, down left and down the ladder. Go right up the steps, up the ladder, right, and down right 
on the steps. Now go up the big ladder and right walking down the platforms. Go down right, and right again, 
making sure the Terminator is following you, and then press the button. Awesome! Squashed Terminator. 


4 | LEVEL FOUR - STEEL WORKS 





SHOOTING 


THUNDER FORCE IV 


This has to be one of the toughest shoot-‘em-ups — good luck! 


he first piece of executive decision-making in Thunder Force IV is settling on the order in which to attack the first four 
areas (you have a choice). The best is: Ruin, Air Raid, Daser, then Strite. 
But the real secret to Thunder Force IV is learning the attack patterns of the other ships so you can be sure you're 
not in their way when they come on the screen. Once you've figured that out, you've got to contend with the bosses 
Each one has a weakness. Some levels also have mid bosses, but they're not always so hard to beat as they look — and 
there’s plenty of information here about them to help you 


= Forcing=S through the levels | 


Your boss-by-boss guide to victory ... 


LEVEL 1: RUIN 


Thundering PAUSES 
Cheats 


© The best cheat of all earns you 99 lives and is incredibly easy to 
access. Go to the options menu by pressing buttons A, B and C, then 
start. Select zero stock on your ship. Play the game and you'll now 
start with 99 lives. You'll also have 99 if you continue. 
That's a lot of lives! 


 e This cheat can't be used in conjunction with the first, so don’t try 

both. Play the game then press start to pause. Now press up, right, A, 
down, right, A, C, left, up, B and up. You now have fully powered-up 
weapons. You can do this as many times in one game as you want. 


e MID BOSS: Fly between the bullets while continuously shooting the 
enemy. Use the Snake Weapon if you have it. 
BOSS: The first boss isn’t that hard to beat. Shoot the cannons off first, 
then aim your firepower directly at the middle. 


LEVEL 2: AIR RAID 
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Up/down/left/right Pauses game 
movement steers 

your ship through 

the levels 


THE DIFFICULT PART on this level is when your ship is being targeted by 

the cross-hairs. Keep moving to avoid them — or you'll pay the price. 

© BOSS: This purple plasma boss is real annoying. The best tactic is to take 

the back first. Using your backshot power, keep your fire concentrated on 

Fires currently selected weapon the back of the ship where the missiles fly out. This takes time, but is the 
safest route. Then move around to the front and destroy him completely. 


Changes your ship’s speed 


Selects weapon system 





LEVEL 3: DASER 


MID BOSS: With a whipping tail and the discs 
it shoots, you might think this was the big boss. 
Keep a safe distance, watch its moves, and 
then fire at its body section. 

© BOSS: Stay toward the left side of the screen 
and avoid the missiles and fireballs. When you 
think you've defeated the spheres, another 
sphere will appear and chase you around the 
screen to distract you from the big boss. Watch 
out for the missiles that launch from its head. 
They are real fast and hard to avoid. 


LEVEL 4: STRITE 


© MID BOSS: This boss sits at the bottom of the 
level so you'll have to fly down to find it. Stay 
on the right side and use your backshot to kill 
it. When it’s got just one piece left, look out! 
The red beam it releases is a warning that it's 
going to fire missiles, so move! Then go back 
and repeat the process. 

© BOSS: Watch out for the tail on this boss. 
Keep your fire concentrated on the orb in the 
middle of the body, and you'll defeat it. 


LEVEL 5 


DESTROY ALL THE ENGINES (where the flames 
are coming out) and a giant robot will appear. 
You'll also see some other ships, but they are 
here to help you. 

© BOSS: The boss is pretty simple to destroy. 
Avoid the lasers it fires at you until if flies 
away. And that's all! 


LEVEL 6 


a oe 4 


© MID BOSS: Just fire at the ship through the 
gaps a few times and the mid boss is history. 
Don’t forget to avoid the ice blocks flying 
around at the same time. 

© BOSS: This boss is going to take a few hits 
before it disintegrates. You need to take out the 
three points, starting with the two outer points. 
Watch out for the fireballs at the same time. 
The fireballs that split in four mean trouble. And 
don't fly down to the bottom of the screen — 
there are rocks at the bottom. 


LEVEL 7 


BOSS: As this thing crawls onto the screen, 
fly down to the bottom and direct your attacks 
on its back. Eventually it comes up and starts 
firing at you. Stay on the upper left side of the 
screen, avoid being hit, and fire at its face. It 
takes time to destroy. 


LEVEL 8 


YOU CAN GO either up or down through this 
level. Go up, and things are tougher. To kill the 
four mid bosses, just keep blasting. 

© BOSS: Sacrifice yourself a couple of times to 
get this boss out of the way. Shoot the black 
parts of the tentacle until they disappear, then 
fire at the thing in the middle. (Look out for the 
flies.) After you've killed this part, a bee will 
come and pick up the thing — the bee is fast 
and fires a big blue laser. Kill it, then move 
over to the right side of the screen for safety. 


LEVEL 9 


BE. 153357 


© MID BOSS: This mid boss is tough, but there 
are orbs which you can pick up from the start of 
the level and, provided you still have them, two 
power blasts will wipe it out (don't press any- 
thing for around five seconds, and then let go). 
As soon as it dies, move to the right of the 
screen as the wall comes falling down. 

© BOSS: Fly around to the back of the ship and 
take out the laser cannons. Then go to the front 
and fire at the orb in the middle. It takes a lot 
of hits, so keep firing. 


LEVEL 10 


THIN SHOT 


© MID BOSS: When the screen stops scrolling 
and the robot is firing at you, move to avoid 
him. When he falls down, move to the top or 
bottom of the screen to avoid the truly enor- 
mous fireball. You need to hit the engine behind 
the robot, so concentrate on that. 

© BOSS: Start by shooting the side off this guy. 
Watch out, though, because he tries to crush 
you against the wall. When you've shot both 
sides, he'll start to fire blue balls at you. 
Destroy all of these and he'll eventually die. 
And that's the end of the game! 








Two funkmaster aliens in a serious 


have crash-landed on the planet of I @) E J A M 












jam — that's ToeJam and Earl who 


Earth. Their Righteous Rapmaster 
Rocketship lies scattered over 
20 levels of spaced-out action. 
Time to get it back... 


eet ToeJam, he’s the crazy-looking guy with the three legs. The big guy in the Bermudas and the shades is Earl. Together 
they're going to take a trip around Earth with a view to piecing together their crashed space ship. 

The inhabitants of Earth are more than just a little mad — and dangerous. So ToeJam and Earl must make the best use of 
whatever weird and wonderful objects they can find lying around. Unfortunately, not all presents are good news (and you can’t 
always judge a gift by its wrapping paper) and there are more dangers for these two aliens on Earth than Captain Kirk ever faced boldly 
going where no man had gone before. So take things easy, don't use up all your presents too early, and chill out 











Presents: the good, the bad and the ugly 


SOME PRESENTS ARE OBVIOUSLY GOOD NEWS, SOME ARE OBVIOUSLY BAD. BUT A FEW, WELL — IT’S DIFFICULT TO SAY. 
HERE'S A GUIDE ON WHAT TO GRAB AND WHAT TO LEAVE BEHIND: 


GRAB: Spring shoes Icarus wings Tomatoes Sling shot Super hi-tops Inner tube Rosebushes Jackpot Unfall Doorway Money Decoy Togetherness 
Promotion Food Rootheer Extra life Telephone 







LEAVE: Raincloud Earthlings Randomizer Bummer School book Tomato rain Rocket skates (nothing but grief!) 
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IF you open a mystery present on level one and IF that present happens to be a telephone 
and IF it reveals the lower left corner of the map, then you will spot the Secret Island. 








hoes) Earl is 





MOVE UP to the third world and find yourself FALL OFF THE EDGE of level three and keep OPEN THE PRESENT you just collected on level 
either some rocket skates, some Icarus wings or falling until you reach level one once more. three, and start heading down and to the left. 
a rubber ring. Don’t open them yet! 





A Tetient ise Painierstn s E oN 


WHEN YOU reach the island, fall down the hole JUMP IN THE TUB with the hula girls! Drink WHEN YOU'VE HAD ENOUGH FUN, grabbed all 
in the middle. You'll leave level one and enter some lemonade for an extra life! Generally the presents and collected your extra life from 
the secret level zero. unwind and have a relaxing time! the lemonade stand, jump off the edge ... 
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Teamwork: the key to success 












ToeJam And Earl is a two-player game through and through — a solo outing won’t be 
anywhere near as much fun. But two of you can help each other out a number of ways 
during the game, making your chances of success a lot higher. 






























ENERGY SHARING PRESENT SHARING 
TO AGGREGATE BOTH PLAYER'S ENERGY and share it IF BOTH PLAYERS ARE ON THE SAME SCREEN when a 
between you, simply walk up to each other and slap present is opened, then both players will benefit (or 
stomachs. The two players will high five and the suffer!) from whatever was inside. Alternatively, if 
player with the least energy will get a boost. your two characters are planning on exploring different 
parts of the level, then split whatever useful presents 
you have between the two of you. Drop any excess 
food you may be carrying, and let the other player 
pick it up. 


HELPING THE INJURED 





TEN TOP TIPS FOR SURVIVING ON A FUNKED-OUT GREEN-BLUE PLANET: 


© Save your hi-tops until the later levels when you'll need them to jump gaps 
and run away from bad guys. 






© Save togetherness until later in the game when one player may fall through three or four levels. 
Don’t just use it when you're feeling lazy. 











ON ENTERING A NEW LEVEL with a ship piece, if one 
player is in a bad way then find the elevator, leave the 
injured player in it, arm the healthy player with as 
many presents as he can carry (and — most important 
of all — a togetherness) then let him go off in search of 
the ship piece on his own. As soon as he finds the 
piece, he can open his togetherness present and warp 
straight back to the elevator. 










© Always take time out to answer the telephones, especially in the later levels hecause 
they will often reveal hidden islands. 


© Icarus’ wings are the most useful presents of all, so save them until you really need them. Buy them 
from post boxes whenever possible. 


Sneak up on Santa Claus (using control pad button A) and walk as close to him as possible. He will 
jump in surprise and drop presents for you to collect. 


© Buy health from wizards whenever you can. It's pretty expensive, but what else 
are you going to spend your money on? 


Head for level zero as soon as you start the game. The extra life earned will help later on. 


Walk around the edges of the land in the later levels. Hidden paths and 
land segments will be revealed. 


© If one player suffers the big Game Over, then he can actually use one of the other player's lives to 
resurrect himself. Hit start, and hope your buddy's feeling generous.’ 








© Run around in circles to escape from enemies that chase after you. As long as you've saved some hi- 
tops, you'll be faster than anything else. 
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e Up/down/left/right e Pauses game 
movement guides 
ToeJam or Earl 
around the 
playing area 

© Highlights 
options in 
the present 

selection 
screen 
















KEEP FLYING, floating or zooming until you 
reach the Secret Island. Use the map for 
reference if you get lost. 





AND YOU'LL APPEAR back on level three! From 
here you can continue your adventure as if 
nothing strange had happened at all ... 





© Creep instead of walk 





e Opens a present 


© Opens up the map screen to see 
where on the level you are 
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ARTFUL DODGES FOR 





THE BEST OF THE REST 
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Weird this. Take more than 100 shots on a hole and it's game over. Now press 
A, B, C and the D-pad up at the same time to access a version of Fantasy Zone! 






When hassled for a game by the “Paperockians” try this sequence: 


1 ROCK, ROCK 
2 SCISSORS, SCISSORS 
3 ROCK, SCISSORS 
4 PAPER, PAPER 
5 ROCK, ROCK 
6 ROCK, SCISSORS 





This code takes you to the last round with a lot of money: 
OMHE2VFC4GVURAOUJD 
QKUD6VYGCUAAUR-BGV 
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On the final screen, Lake Deep, walk in the following order: 


SUN 
WIGGLY LINES 
MOON 
STAR 
SUN 
MOON 
WIGGLY LINES 
FISH 
STAR 
FISH 
CROWN 
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Alien Storm |= F- Cod Gs om ak 
Future 3 







If you play with Scooter, then when your lives reach the big zero, blow yourself 
up. You can now continue, although you have no energy. 













At any point in the game, hit pause and press the following pairs of buttons: up 
and A, then down and A, then left and A, then right and A. You'll find yourself 


Alisia Dra F=xekoy a] automatically warped to the start of the next level. 


Experiment using your smart bomb weapon to discover bonus items hidden off | =F Ke Koy (e-ia) 
screen. 









The jumping-strike is the most powerful move in Kendo. Kicks are the most 
crippling blows in Karate. The triple strike is the way to go in Nunchaku. 
Finally, use the overhead- and spinning-jump strikes in the art of Bo. 
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SEtiONs Get to the options screen. Press B, A, B, A, A, C, A, A, then start the game. 
> 1992 GAAAFE ARTS You'll have ten lives. 
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On the password option screen enter this code: QDUA YQ25 5555 55NK VKXW 
IPJI. This will give you control of the whole world. Hurrah! 


Columns 


Build a column of blocks on one side of the screen. When a magic block 
appears, position it so that only two of the three blocks fit on the screen. The 
third block will fall separately. 
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This password lets you play the final game where you control the Minnesota 

Maulers and gives you a lot of cash to spend on your team. It is: PBB B5PS 

IHEX. Or punch in L5BB LDCI BFAV to play the LA Assassins in the final with 
$6,948,000 in the bank; or try CGBB B8FB BB2V to see the end. 


David Robinson’s 
Supreme Court 
|= ¥- F-9 Ce ori El | 


Here are some codes to get 
you through to the final in 
this slam-dunkin’ basket- 

ball game: 


CABCDEALF 
- LOS ANGELES VS 
DETROIT 


ASTURBQIE 
+ CHICAGO VS NEW 
YORK 


FMJCLJY1B 
- NEW YORK VS 
DETROIT. 
WYBCDEAYU 
- DETROIT VS LOS 
ANGELES 
4 








DJ Boy 


Hit the third falling barrel on level three to reveal a lot of secret goodies. 


Dynamite Duke 


Press the C button ten times on the title screen before pressing the start button 
and an options screen will appear. 


The Faery Tale 
Adventure 


To see the end of the game enter this code: 
7R2KULGRSZXSKENHGSDCB729663RI2HO785P 


Fatal Rewind 
Just make the most of the rewind feature — and learn from your mistakes. 
Final Blow 


When you get K.0.'d, press up and start when “Game Over” appears. You can 
now continue with an extra credit. 


Fire Fight 


To get to the options screen, press the D-pad left and press start at the intro 
screen. 
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Get your weapons up to full power. Then grab three power-ups, and when you 
next destroy either a General Porter or Yonemaru you'll get 
two extra lives. 





APPENDIX 
ARTFUL DODGES FOR THE BEST OF THE REST 
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James “Buster” 
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For infinite continues play in two-player mode, and when one of ‘em bites the 
dust press start three times or so. 





Win four matches to receive the heavyweight belt and then defend your title 
four times. You'll be challenged by a secret opponent called Iron Head. 






Ghostbusters 







Choose Raymond as your buster — he can take the most hits. 







Janna (the final boss) will start by firing two alternate attacks. First off, duck 
under the bomb and then crawl toward Janna to avoid the flying blade. Hit 
Janna in the face between her attacks. For the second phase of attack, you're 
on your own. 








Hard Drivin’ 








Hit the cow! 
Jewel Master 






Herzos Zwei The final, final boss is Jardine The Mad. Use fire — and pray. 





A fine selection of codes to get into those hard-to-reach places: 
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Football 













Level two G@GKHAGOKLO 
Level three BPHOHACAGML 
Level four NPLOFOCAGKP 
Level five IMLPFEGEMLC 
Level six JAJJBPDNCMC 
Level seven LILOPBDPIKJ 
Level eight JLJIOMGJAOKL 
Level nine JLJOIGJBOKO 
Level ten LHJKINAFAMA 











Use a shotgun formation and throw the deep pass — it's got the best percentage 
hit rate going. 
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Work you way through to Blue Lake Woods II and get to the end, but don't 

touch the flag. Get up on the last block and press down right while holding 
down the jump 
and special but- 


Soke Pookogkey a a- ol 








Level five: 





THIS IS THE 





tons. Do all this STORY OF 
SOMEONE TOO 
TOUGH TO BEAT- 


D4BFD41000EB 






and you'll warp 
right to the last 
boss. Yes, the 
very last boss. 
Finish him off and 
you'll finish the 
game. 


Level six: 





BCFEF51010A4 








Level seven: 





6B10F61010AC 





[> See, 












Kins’s Bounty 


When going into battle, use your long-range troops (Archers, Orks or Elves) to 
take out most of the enemies without ever having to risk your legions. 


Kilax 


To make things harder for yourself, press the D-pad up and left, 
buttons A, B, C, and press start on the title screen. 


On levels six or 11, try to make an X with the tiles to teleport you 
direct to level 49. 


Last Battle 


Complete the game. Then press A, B, C and start. You can now choose your 
start level. 
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To get the San Francisco 49ers into the Sega Bowl enter the code 45TY??KBL. 


Madness 


Miarble 





Don’t bother looking for the infamous secret level — it doesn’t exist. 





If you're having trouble getting through the game within the time limits, try this 
devious dodge ... 


Put the game into two-player mode. Normally two players will play alternately, 
but if you're on your own just play one of the balls and on each level let the 
other ball lose the race. This means that the ball that wins each time will 
will receive a time bonus for the next level. 

Easy when you know how! 








Mike Ditka Power 
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Select the resume playoffs option on the title screen then enter Q2HSEG to go 


directly to the finals. 





Cover Er-EeF-aahs 


If you enter just zero’s on the title screen it will complete nearly all of the map, 
leaving you free to defeat the remaining guardians in the temples. 





OutRun 


Plug in your cartridge, press start and point the cursor to option. Before press- 

ing start again, press the C button ten times and then press start. Look through 

the difficulty settings and you'll find a Hyper level has appeared. Good luck — 
you'll need it! 
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Save your game after every decent shot, then simply restart your game if your 
next shot is no good. 


Phelios 


For some extra continues when the Chapter One message appears with 
credit three, press buttons C, A, B, A, C, A, B, A and the credits 
will increase to nine. 


On the second level of stage two, there are two crates to blow up with your 
arrows. Now walk to the remains of the crate on the right, and then walk away 
from it (what?) to the right, so that it's only half on-screen. Fire a full-grunt 
arrow at it and run toward the wall. Climb it and — hey! You're invincible. 


688 Attack Sub 


If you can't get an exact placement on a target, you can guess how far away 
from you it is. If its bearing changes fast, then it’s pretty near. If it's changing 
slowly, then it’s farther away. Simple, but effective. 
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Choose a two-player game then select which characters you want in your team. 
On the first level let player one’s energy drop to his last block. Hit start on con- 
troller two repeatedly and let player one take another hit. 


He should appear in the center of the screen and start flashing. 
He's now invincible. 
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For a level select, press buttons A, B,C, and the joypad left or right during the 
start sequence. 


Speedball 2 


few games, better players 
will soon be 


available on the transfer 
market. 
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If you've finished all the levels and still crave for more, try this for a secret dif- 

ficulty select. During the title sequence press all three buttons and start simul- 

taneously, and an option screen appears enabling you to set the difficulty level 
for a new challenge. Try this password if you're feeling broke: 


GFF3F546F33564 
FFISKJIMBAMIRJ 


SV Voy ce mmeh me —cove F- i al 


Collect four Etherium potions and drink them all at once to warp to 
the next level. 


SV Voy ce med i 
Vermillion 


Got a cursed sword? Then cleanse it at a church. 


Test Drive 2: 
The Duel 


Pick the Ferrari. It may lack top-end, but on the twisty circuits (they never 
change — so learn ‘em) it’s acceleration that counts, 


p< See 
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Hold down buttons A, B and C and switch on. Still holding the buttons, press 
start on the title screen. You can now access a secret menu screen. 
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Use this code to start with a four-game lead: 
JORQWVVRROOQSHPQGUDEAM 


Truxton 


Here's a neat little cheat to help you with the bosses. As soon as the boss 
appears, drop a smart bomb then hit pause. After about ten seconds, release 
pause and the boss should be dead. 


The smart bomb keeps working even though the game has paused — 
pretty clever don't you think? 
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Want to choose your own number of lives and grenades? Then select options on 
the menu and skip down to the exit icon. Hold down, and then quickly press the 
following buttons: 


A, B, B, A, B, A, A, B, A, A, B, A, A. 
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Secrets of the Games ° 
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OUT Cel TS io irae) GESSIKE Miclxe) GEMS TEC ELMS SO Wiel 
they are not) lost permanently: 
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Thank you! 


